. THE ASYLUM STONE

PART ONE: UP A RIVER
In search of the next shard of the Sihedron, the heroes travel up the
Yondabakari, encounter more troublesome boggards, and make a
new friend in the approach to the legendary city of Kaer Maga.

PART TWO: CITY OF STRANGERS
As the heroes piece together clues to the Shard of Gluttony’s
location, their quest puts them in conflict with a member of Kaer
Maga’s golem-crafting clan.

PART THREE: THE UNDERCITY
Finally, the prize is in sight! The shard lies in the depths below Kaer
Maga, in the dungeon realm known as the Undercity. Yet are the
strange allies who offer the heroes aid in their quest trustworthy?

PART FOUR: THE BLACK KEEP
At the heart of a strange demiplane known as the Dark Forest rises
the Black Keep, home and lair of the Dark Rider. What final trials
and terrors await the heroes within this legendary building?
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ADVANCEMENT TRACK
“The Asylum Stone” is designed

for four characters and uses the
medium XP track.

The PCs begin this
adventure at 8th level.
The PCs should be gth
level by the time they

begin exploring the Undercity in
Part Three.

1 O The PCs should reach 10th
level at some point during

their exploration of the Black Keep.

The PCs should be well into 10th
level by the end of the adventure.




—

"' ADVENTURE BACKGROUND

Already inhabited when Xin first founded the empire of

Thassilon, the wall-city of Kaer Maga—sometimes called
the Asylum Stone or the City of Strangers—has been many
things to many people. For Karzoug, the last Runelord of
Greed, it was the perfect site for a prison colony. Karzoug
was fascinated by the series of ancient labyrinths and
catacombs winding their way down beneath the cliff-top
city, and added to the warrens by building several facilities
of his own, including workshops where he could conduct
some of his stranger experiments.

When the Shard of Gluttony fell into Karzoug’s hands
(one of several triumphant strikes against Runelord
Zutha), he knew he needed a safe and secure place
to keep the artifact. Unwilling to trust his primary
servitor race in the city—the eerie, thought-consuming
sages known as the caulborn—Karzoug ventured into
one of the least-accessible regions beneath Kaer Maga,
an ancient extraplanar cavern called the Dark Forest.
There he bargained with the realm’s undying master,
a strange dullahan called the Dark Rider. He charged
the headless horseman with guarding the relic until
Karzoug himself came to retrieve it, and in return linked
the shard’s own magic to that of the cavern itself. When
Earthfall shattered Thassilon and sent Karzoug fleeing
into stasis in Xin-Shalast, there was no time for him to
recover any of the shards he controlled, including the
Shard of Gluttony. The Dark Rider remains loyal and keeps
his bargain to this day, guarding the shard against all
others—including the caulborn, who covet its mysteries.

Above all of this, the Asylum Stone has continued and
grown. Today, Kaer Maga is its own city—one of the most
unusual in all the Inner Sea region. Here, blood-addicted
sorcerers and self-eviscerating oracles rub shoulders along
streets that never see the light of day, and the strangest
of Varisia’s merchants and artisans can come to market
without fear of persecution. Yet for all its acceptance of
the exotic, Kaer Maga is anything but a safe haven—and
when the PCs come to the Asylum Stone to seek the Shard of
Gluttony, they would do well to keep this in mind!

ADVENTURE SUMMARY
Fresh from their battles within the Lady’s Light, the
PCs travel the Yondabakari River to Kaer Maga, and are
repeatedly forced to protect their barge from various threats
native to the Mushfens. The last leg of their journey to the
top of the Storval Rise follows the subterranean Halflight
Path, during which time they help their Duskwarden
guide battle a monstrous Darklands denizen, thereby
earning his trust.

Once in Kaer Maga, the party searches for information
about the shard and is told to talk to the notorious troll
information brokers known as the Augurs. In payment for

their assistance, however, the Augurs demand that the PCs
rescue a member of their faction who’s been kidnapped
by an insane artificer from another powerful gang. The
PCs make their way through a cliffside manor filled
with deadly constructs, defeat the golem-crafter and his
associates, and rescue the troll oracle. Once the troll is
returned to his comrades, he delivers a cryptic clue, and
the Augurs take the PCs to the great city library known as
the Therassic Spire.

With the trolls’ help, the PCs manage to get into the
ancient library and discover that the resident librarians
are themselves looking for the shard, and have made a deal
with a race of monstrous scholars who live below the city—
the caulborn. Unfortunately for the librarians, the group
they assembled and sent off through a secret door into the
dungeons below their library has failed to report back.
After striking a deal with the librarians, the PCs follow the
doomed adventuring party down into a magical research
facility once used by the Runelord Karzoug himself,
fighting their way past strange monsters and discovering
the remains of the previous party.

Once the PCs pass through the workshop, they come to
the arranged meeting with the caulborn, who agree to send
the PCs through a magical portal stone into a legendary
extraplanar realm called the Dark Forest, where Karzoug
hid the Shard of Gluttony. There, the PCs interact with local
residents and travel to the ever-changing castle in the
realm’s center, ruled by a headless horseman of Varisian
legend called the Dark Rider. After they've fought their
way through the undead-haunted fortress and defeated the
shard’s defenders, the PCs are ready to claim the shard and
proceed to the next adventure—provided they can overcome
the magical betrayal of the memory-eating caulborn.

PART ONE: UP A RIVER

After the PCs recover the most recent shard of the Sihedron,
communion with the Shard of Lust grants them visions
of a singular sight: the city of Kaer Maga. See page 70
of Pathfinder Adventure Path #61 for more information
about how the PCs can examine and activate a shard in
this manner. Assuming they meet with Venture-Captain
Sheila Heidmarch in preparation for the trip, she supplies
the PCs with her latest acquisition: a pink rhomboid ioun
stone with which the PCs can activate the Shard of Gluttony
when they find it and thus defeat its curse. Sheila also tells
the PCs about another Pathfinder agent’s journey to Kaer
Maga. This was a man named Eando Kline—currently
in exile (although, Sheila quickly points out, she doesn’t
agree with the Society politics that led to his banishment).
He succeeded in uncovering a valuable ioun stone in Kaer
Maga, bolstering the place’s reputation as one filled with
ancient Thassilonian artifacts, so it comes as no great
surprise to Sheila to learn that one of the fragments of
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the Shattered Star lies within the ancient monument-city.
Of course, as the PCs draw near to Kaer Maga, the visions
that led them there will grow indistinct, just as before
with the shards that lay below the Crow and within the
Lady’s Light. Once they arrive at Kaer Maga, they need to
seek local aid in determining where exactly the Shard of
Gluttony resides.

The easiest route from Magnimar to Kaer Maga is by
river, joining with the extensive traffic that heads east
up the Yondabakari River to trade with towns like
Wartle, Whistledown, and the other settlements
of Lake Syrantula and beyond. Most cargo

barges being towed up the river stop at
Whistledown—itself a journey of at least
2 months—but a few make the
roughly 6oo-mile trek to the
foot of the great cascades where
the Yondabakari comes streaming
down from the Storval Rise, depositing
goods and passengers just a few miles
from where Kaer Maga perches on the
side of the cliff.

Fortunately for the PCs, the Society
doesn’t expect them to spend
months riding a slow, donkey-
pulled raft up the river. Instead,
they've arranged for the PCs’
passage aboard the Lucky Jenny, a

e

halfling trading vessel whose magical

paddle wheel is capable of propelling the OTHLO JANKE

blunt-nosed, with several forward cabins for the PCs and
Othlo’s stateroom aft. Most of the middle is left open for
cargo, and the crew sleeps there or on deck when not on

duty at the helm, taking soundings or maintaining the
huge magical paddle wheel that extends off the stern.
Though the ship is large, all of its rooms and facilities are
designed for halflings, leaving human-sized passengers
feeling cramped and confined or constantly playing
limbo with the ship’s various lines and spars—much to
the halflings’ loud amusement.

THE JOURNEY UIPRIVER
The Lucky Jenny's route takes the PCs up
the Yondabakari to the swampers’ stilt
town of Wartle, then on to the
more bourgeois gnome town of
Whistledown on the edge of Lake
Syrantula, whose friendly residents
are at odds with the weird, haunting
melodies played at night by the town’s
hundreds of wind chimes. Once across the
100-mile-long lake, the river twists through
more heavily settled farmlands, the toll-levying
mill town of Melfesh, the communist enclave
of Abken, and the Korvosan secessionist
haven of Sirathu before finally becoming
impassable at the Storval Rise, just miles
from Kaer Maga (see The Halflight Path

on page 10).

Though Lake Syrantula and the eastern

riverboat up the wide, sluggish river at an
astonishing 50 miles per day, getting them to
Kaer Maga in just 2 weeks. The captain, one Othlo Janke
(NG male halfling expert 5), is a middle-aged halfling
with a bewhiskered chin, a face weathered from hours
of reflected glare off the water, and a penchant for wide-
brimmed hats. Having extracted a rather exorbitant sum
from the Society for the party’s passage, Captain Othlo is a
jolly fellow, and a useful source of information regarding
the Yondabakari and everything along its length (his help
grants PCs a +2 bonus on related Knowledge [local] checks
regarding the region). His crew of three halfling sailors
(N halfling experts 2) are all escaped indentured servants
from Korvosa, and thus more reserved, communicating
almost exclusively in Halfling. Halfling PCs or any
others capable of speaking their native tongue, however,
find the sailors pleased to encounter passengers friendly
toward their kind. The Lucky Jenny’s speed allows the
vessel the luxury of traveling only during the day, and
Captain Othlo is fond of stopping at night to camp on
solid ground when possible.

The Lucky Jenny (named for the donkeys that used to
pull the barge before its enchantment) is 60 feet long and

ports are relatively safe (save for perhaps the
occasional giant gar attack—Pathfinder RPG
Bestiary 2 128), the first 8-day leg of the journey from
Magnimar to Whistledown takes the party along the edges
of the notorious Mushfens, a massive swamp that remains
wild and dangerous to travelers. Though the Lucky Jenny is
capable of anchoring midstream against the river’s flow,
Othlo prefers to put in to shore and tie up to trees when
possible, and thus he knows the value of placing a guard
and watching out for the various monsters that hunt the
river’s edge.

Presented below is an optional encounter that can take
place at any point along the journey before the PCs reach
Lake Syrantula. Once the PCs move past Lake Syrantula,
they should have no dangerous or notable encounters
until they reach the base of the Storval Rise.

CrasH witH THE SOReBACKS (CR 8D

Creatures: This portion of the Mushfens is home to
a small but dangerous tribe of boggards called the
Sorebacks, named after a particularly distressing form
of swamp rot that afflicts their skin and causes their
moist backs to fester and boil. Though not as prominent
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as other boggard tribes in the Mushfens, the Sorebacks
prey upon unwary travelers of the Yondabakari and on
swampers and trappers from Wartle. Lately, however,
they’ve been having trouble keeping the prisoners they
capture locked up. Feeling somewhat shamed after the
recent loss of another adventurer, the tribe’s priest-king,
Krugulk Throatcaller, has decided to step up their raiding
and lead a war party personally.

This event occurs late at night, with the boggards
either springing from the bushes and rushing the ship (if
the Lucky Jenny has tied up to the shore) or swimming out
and creeping over the gunwales. The boggards attempt
to remain silent until combat is joined, after which
Krugulk sings croaking prayers to Gogunta at the top
of his voice, with his troops echoing the refrains. The
boggards prefer to keep their prey alive if possible—the
better to parade before their families back in camp—
but Krugulk’s giant red dragonfly pet Choggi has no
such compunctions. Othlo and his crew know they’re no
match for the boggards, and attempt to hide behind the
PCs when they're attacked. If one of the boggards
finds herselfthe last member of the raiding party
left standing, she immediately flees into the
swamp, running back to the Soreback
camp a mile from the river’s edge.

KRUGULK THROATCALLER CR4

XP 1,200

Male boggard cleric of Gogunta 3
(Pathfinder RPG Bestiary 37)

CE Medium humanoid (boggard)

Init +1; Senses darkvision 60 ft., low-light
vision; Perception +6

DEFENSE

AC 16, touch 11, flat-footed 15 (+1 Dex, +2 armor,

+3 natural)
hp 26 (3d8+9)
Fort +4, Ref +2, Will +5
OFFENSE
Speed 20 ft., swim 30 ft.

Melee mwk morningstar +6 (1d8+3), tongue
—1 touch (sticky tongue)

Special Attacks channel negative energy
4/day (DC 12, 2d6), terrifying
croak (DC 14) ) 4

Domain Spell-Like Abilities (CL 3rd; \
concentration +5)
5/day—bleeding touch (1 round),

touch of evil (1 round)

Cleric of Gogunta Spells Prepared
(CL 3rd; concentration +5)
and—nbull’s strength, death knell®

(DC 14), spiritual weapon ;

1st—bane (DC 13), doom (DC 13), inflict light wounds (DC 13),
protection from good®

o (at will)—bleed (DC 12), guidance, resistance, virtue

D Domain spell; Domains Death, Evil

TACTICS

Before Combat Krugulk casts protection from good on himself

in the last few seconds before starting combat if he can.

During Combat The boggard chief starts by casting doom,
then spiritual weapon. He prefers to hang back and cast
spells like bull’s strength and guidance on his giant dragonfly,
and singles out particularly effective PCs for his bane spell.
He doesn’t hesitate to cast death knell on a fallen ally if the
opportunity presents itself.

Morale Krugulk knows his position in the tribe is dependant
on shows of strength, and fights to the death as long as
other boggards are still alive to witness it. If all the other
boggards are struck down, he immediately flees for the
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tribe’s camp, preparing tales of how he “heroically defeated
the monsters that ambushed his group” to explain the
suspicious loss of his hunting party.

STATISTICS

Str 14, Dex 12, Con 13, Int 8, Wis 15, Cha 12

Base Atk +2; CMB +4; CMD 14

Feats Toughness, Weapon Focus (morningstar)

Skills Acrobatics +2 (+18 when jumping), Perception +6,
Stealth +2 (+10 in swamps), Swim +11

Languages Boggard

SQ hold breath, swamp stride

Gear leather armor, masterwork morningstar, belt of incredible
Dexterity +2, amber necklace worth 300 gp

BOGGARDS (4 CR2

XP 600
hp 22 each (Pathfinder RPG Bestiary 37)

CHOGGI CR 4
XP 1,200

N giant dragonfly

hp 45 (Pathfinder RPG Bestiary 2 105)

Treasure: Krugulk is vain and paranoid, and believes
in keeping most of the tribe’s treasure on his person. In
addition to a ceremonial crown of reeds and stone fetishes,
he also wears a thick slab of amber worth 300 gp on a shell
necklace. Incongruously, he also constricts his massive
belly with a straining human-sized belt with the Glyph
of the Open Road embossed on the belt buckle—a prize
left behind when a previous victim, a Pathfinder named
Eando Kline, escaped from the camp’s prison pit. This is
a belt of incredible Dexterity +2, and still has Eando Kline’s
name scratched into the back of the belt buckle.

Development: If the PCs decide to follow the boggards’
back trail or pursue fleeing enemies, they can do so with
a successful DC 20 Survival check. They find the rest of
the Sorebacks—another six boggards, both male and
female—in a muddy encampment that’s little more than
a reed-covered island, with Krugulk’s throne of alligator
bones and a half-filled prison pit containing the bloated
corpse of a drowned trapper and several live eels. Clearing
out the encampment is a CR 7 encounter.

THEe HALFuGHT PATH

After many days on the water, the Lucky Jenny finally arrives
at the bottom of the great cataracts that come pouring down
the Storval Rise, a thousand-foot-tall cliff face that slices
Varisia nearly in half and separates the fertile lowlands
from the rough and craggy Storval Plateau. Othlo and his
crew can go no farther. The barge moors to one of the piers
alongside several other ships that have traveled up the
Yondabakari to visit the Asylum Stone. Once on foot, most

of these travelers head east, taking the long, steep road that
follows the Yondabakari up through the narrow crack the
river cuts in the cliff wall. A few brave souls even portage
canoes and other small boats up the trail.

Othlo, however, points the PCs toward a smaller, less
traveled road that breaks away and trails northeast along the
bottom of the Rise. He informs them that this is the fastest
way to Kaer Maga, and leads just a few miles to the Twisted
Door and the bottom of the Halflight Path. Once the PCs
are ashore, Othlo and his crew wave and thank them for
their business, then quickly turn the riverboat around and
speed away with the current back toward Magnimar.

The Halflight Path is the most famous entrance to Kaer
Maga, used primarily by those who value speed over safety.
From a door in the foot of the Storval Rise, this subterranean
tunnel winds its way up through the cliff to emerge near
the city entrance called Meatgate. Originally part of the
mysterious and extensive dungeon complex beneath
the city, the path has had its many branchings carefully
bricked up in order to create a single passageway usable
by merchants and travelers. This route is maintained by
the Duskwardens, Kaer Maga’s elite society of rangers and
spelunkers dedicated to keeping the path open and safe,
and to keeping the dangerous creatures of Kaer Maga’s
Undercity from getting out and terrorizing the city proper.
The path is open each day from dawn to dusk, as night is
when the Duskwardens cease guiding groups and focus on
patrols, explorations, and maintaining the defenses. For
more information on the Duskwardens, see page 66.

The trail from the piers soon terminates in an open field
nestled up against the cliff face. Several corrals, hitching
posts, and other amenities stand in a rough circle, and
a small group of traveling merchants sit queued up in a
line at the clearing’s edge. In the center of the clearing, a
huge set of bronze double doors stands embedded in the
rock face, the portals embossed with strange runes. The
runes are in no known language, and anyone who stares
for more than a moment at the door discovers that the
apparently simple construction plays tricks on the eyes—
the gate’s edges subtly twist and warp, so that while all
the edges seem straight and simple, anyone attempting to
follow one with her eyes or fingers finds herself somehow
at a different one, the outer edge becoming the inner one
without seeming to twist, and so on.

Creatures: Standing next to the door is a small knot
of authoritative-looking figures carrying weapons and
wearing light armor. All are dressed in brown and gray
uniforms with a sigil on the right breast—a golden
arch against a midnight blue background. These are the
Duskwardens. They nod politely to the PCs, and motion
them toward the other travelers waiting in line, though
they don’t approach unless a PC seems about to try opening
the door (in which case they move quickly to intervene).
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After a few minutes of waiting, one of the Duskwardens
breaks from the group and approaches the PCs. Looking
about 30 years old, with a thick brown beard and hard but
handsome features, the man introduces himself as Abra
Lopati, a member of the Duskwardens. He shakes the PCs’
hands and jovially informs them that as a bunch who look
like they can pull their weight, they get to jump to the front
of the line. He then waves over several more people waiting
in line—a fat merchant named Bolgar Grumm (NG male
commoner 2/expert 1) and his strapping but dull-looking
teenage sons Tuggus and Marl (NG male commoners 1).
Once the merchant family has hauled its cart of trade
goods over, Abra lays out the rules for the ascent.

Each of the PCs is charged 2 gp to use the Halflight
Path—the bare minimum allowable, Abra assures them—
while the merchant with his cart is charged significantly
more. Once they pass through the Twisted Door, there is
to be no talking unless absolutely necessary, and absolute
silence when Abra signals for it. Bolgar, stinging from the
fee, looks inclined to object, but Abra emphasizes that while
the Duskwardens attempt to keep the path safe, there are
still things in the Undercity that they don’t want to risk
meeting, and that the whole reason they operate in small
groups is to maintain a certain level of stealth, as well as to
make it easier to fight in cramped quarters if necessary. At
that last addendum, he looks significantly at the PCs.

After answering any questions the PCs may have, he
hands each one a small crystal on a thong—items he calls
halflight charms. These small magic items glow as bright as
a torch but without the smoke and hassle, and in case of
emergencies or if a traveler becomes separated, the wearer
can use it to call for help. Once everyone is wearing one,
he nods, swings open the great bronze gates of the Twisted
Door, and leads them through.

ABRA LoPpATI CR6
XP 2,400
hp 57 (see page 52)

Screams IN THE DARk (CR 9)

Beyond the Twisted Door, the Halflight Path is a roughly
15-foot-wide, 15-foot-tall tunnel that winds up through the
cliffat a steep but manageable slope. The tunnel begins as
a natural-looking cave, with minimal work done to widen
it, but as it climbs, it passes through numerous distinct
regions—places where the tunnel has been painted with
crude pictographs or decorated with elaborately carved
pillars and frescoes, or where it becomes a mirror-smooth
tube or a square-walled path filled with right angles, like a
labyrinth in which every wrong turn has been blocked off.
Sometimes it emerges briefly onto narrow ledges along the
cliff face, and at one point the tunnel even opens up into a
larger chamber where both walls are carved with elaborate

porticos and balconies, its many doors and archways all
carefully locked and barred or bricked up completely. Abra
explains that maintaining the barricades that separate the
Halflight Path from the rest of the passages below Kaer
Maga is one of the Duskwardens’ chiefjobs.

Passage through the Halflight Path takes 2 hours, with
the limiting factor being Bolgar Grumm and his hand
cart, which takes up most of the tunnel (filling a 10-foot-
square) and is pulled by his two sons. All three Grumms
are noticeably nervous in the tunnel, and flinch at every
distant roar or shriek that filters through the walls.

At some point during the journey, the PCs enter the
following stretch of tunnel.

The tunnel here is long and straight, maintaining its fifteen-
foot diameter. On the right wall, elaborate carvings depicting
a falling star wreaking havoc on a humanoid populace flank
an enormous archway carved with twining vines that almost
obscure leering skulls. The space inside the arch has been
crudely bricked up, with many of the bricks broken or sticking
out at right angles.

As the party passes the archway, Abra pauses to look at
the poor brickwork on the barricade and mutters, “That
isn’t right” At that precise moment, the unmortared
brickwork explodes outward as a trio of slithering horrors
come barreling through.

Creatures: The attackers are seugathis, subterranean
worm-monsters spawned by neothelids in the depths of the
Darklands and programmed with strange and unknowable
directives. As soon as the three creatures reveal themselves,
they activate their auras of madness, forcing Abra and the
PCs to save three times or be confused (you can assume
Bolgar and his sons automatically fail one of these saves and,
for sake of ease, assume they spend the combat babbling
incoherently). The creatures attack whichever PCs pose the
most danger, using commanded confused creatures and the
bulky cart to isolate and debilitate PCs with their deafening
and stupefying poison and attacking those they can’t reach
with wands of magic missile. Every round, each seugathi
commands the most able-bodied slave of’its particular aura
of madness to attack his companions or turn his weapons
on himself. Although the seugathis are intelligent, none
have demands, and they fight until slain.

SEUGATHIS (3 CR 6
XP 2,400 each
hp 67 each (Pathfinder RPG Bestiary 2 243)

Development: Beyond the archway is a long tunnel
leading down into the dungeons below Kaer Maga—where
exactly it leads is beyond the scope of this adventure,
and GMs whose parties choose this direction should see
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Pathfinder Campaign Setting: City of Strangers. If he survives,
Abra argues vehemently against exploring the tunnel, citing
the need to reach the end of the Halflight Path and warn the
rest of the Duskwardens so that the tunnel can be closed and
a full team can be sent to investigate it. Any other surviving
NPCs beg the PCs to accompany them to the surface.

Story Award: If the PCs manage to keep Bolgar and his
sons alive, award them an additional 2,400 XP.

ARRIVAL

The Halflight Path terminates in a stone bunker just
outside the city walls, near the district called the Warren.
Upon the PCs’ arrival, Abraimmediately informs the other
Duskwardens of their encounter with the seugathis, then
recovers the halflight charms from the travelers. Grumm
and his sons, now adding anger to their terror, take off’
for the city at a run, shouting insults over their shoulder
regarding the Duskwardens’ competence. Before the PCs
can leave, however, Abra takes them aside and thanks them
for their assistance in fighting the seugathis, praising
their skills. To whichever PC contributed the most, he
hands a greater halflight charm (see page 58), instructing her
in its use. He also notes that the PCs would be well served
to find a local guide in the Gap, and that if they ever need
him during their stay in the city, they can contact him
either here or at the Duskwarden Guildhouse in Bis. He
may even confide in them a bit more about his past (see
information on his Side Quest on page 53). With this small
speech finished, he turns and disappears back down the
Halflight Path.

PART TWO: CITY OF STRANGERS
Once the PCs enter Kaer Maga, they have nearly unlimited
options regarding where to go and who to contact. For
GMs who want a more sandbox-style adventure, an in-
depth exploration of the city and its people can be found
in City of Strangers, with further information on several
key groups and how they can affect the PCs presented in
“Gangs of Kaer Maga” on page 6o of this book. GMs less
interested in the urban elements of the adventure can skip
straight to Acquiring a Guide, below.

City OVERVIEW

Kaer Maga is possibly the oldest settlement in Varisia,
and is certainly one of the most mysterious. Rather than
being constructed as a typical city, the structure is instead
an enormous hexagonal stone ring many hundreds of feet
thick, withits citizens living in the vast hollows and stacked
empty chambers inside the stone walls themselves rather
than in the open space in the ring’s center. Diverse and
cosmopolitan, with no centralized government, the City of
Strangers has become famous throughout the region for its
acceptance and anonymity, creating an anarcho-capitalist

paradise of escaped slaves, thieves, heretics, marginalized
social groups, and anyone else seeking to reinvent herself.

No one knows Kaer Maga’s true origins, yet a few of the
most learned sages believe the monument was already
standing when Xin founded the Thassilonian Empire.
The first Runelord of Greed, whose territory the structure
stood in, found the place inhabited by a strange eyeless race
he dubbed the caulborn—eerie extraplanar scholars who
claimed not to have founded the structure, but rather to be
studying it. Recognizing the creatures’ great potential as
well as their hunger for intelligent minds to feed upon, the
runelord gained their servitude, in exchange turning the
monument into a penal colony where he could send those
dissidents and servants who had outlived their usefulness.
When the fall of the Starstone at last cut short the reign of
Thassilon, the caulborn and their vampire prison wardens
retreated deep underground, leaving the inmates to fend
for themselves—as they have for thousands of years.

Today, the city is a hub of commerce, a laissez-faire
enclave of rival gangs and sects that protect their own
while balancing each other out to ensure that no single
faction ever gains too much power. The citywide motto of
“Your business is your business” means that organizations
like the abolitionist Freemen can exist alongside orc slave-
traders from Urglin, and priests of Pharasma alongside
the zombie servitors of Ankar-Te. The city is rife with both
monstrous residents—such as the “wormfolk” nagas and
self-mutilating troll Augurs—and disturbing humanoid
citizens, such as leech-covered bloatmages and lip-
stitching Sweettalkers. For more information about Kaer
Maga, see City of Strangers.

CN small city

Corruption +5; Crime +7; Economy —1; Law —6; Lore +2;
Society —3

Qualities magically attuned, notorious, prosperous,
strategic location

Danger +35

DEMOGRAPHICS

Government anarchy

Population 8,000 (5,500 humans, 500 halflings, 400 dwarves,
400 half-elves, 400 half-orcs, 200 gnomes, 100 elves, 100
orcs, 75 trolls, 50 centaurs, 50 goblins, 50 nagas, 175 others)

Notable NPCs (various; see City of Strangers)

MARKETPLACE

Base Value 7,600 gp; Purchase Limit 55,000 gp; Spellcasting 8th

Minor ltems 4d4; Medium ltems 3d4; Major ltems 1d6

ACQUIRING A GUIDE

From the exit of the Halflight Path, the most obvious
entrance to Kaer Maga is through the Gap, a massive break
in the ring of Kaer Maga’s walls where an ancient explosion
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tore away thousands of pounds of stone. This carnage has
been mostly filled in by the district called the Warren,
a many-storied shantytown of rickety scaffolding and
makeshift shacks, yet a wide corridor still runs through
the center and plays host to a constant stream of traffic in
and out of the city.

This is also the best place in the city to find local guides.
As soon as the PCs enter the Gap, they're swarmed by mobs
of local children offering themselves as guides (and doing
their best to quietly pick the PCs’ pockets while they’re
distracted—Sleight of Hand +6). One, however, immediately
distinguishes himself by locking eyes with one of the PCs
and hailing them as Pathfinders. Perhaps 16 years old, the
boy is skinny and wears ragged clothes, yet carries himself’
with a confidence his compatriots recognize, getting out of
his way and leaving the PCs to him. He introduces himself
as Gav Nahli (N male human rogue 1/expert 3; Knowledge
[local] +11), the self-proclaimed “best guide in the city,”
who congratulates the PCs on “having the perspicacity to
engage his services for the laughably low price of 5 gold
coins per day.” If the PCs ask how he recognized them as
Pathfinders, he either cites the Glyph of the Open Road on
the belt of incredible Dexterity +2 if it’s being worn, or winks
and tells them it must have been a lucky guess. If one of

2'sMagicallOddities

the PCs mentions the name Eando Kline or asks about
his dealings with Pathfinders, Gav becomes suddenly and
uncharacteristically quiet. He doesn’t speak much of those
days—for more information on his relationship with the
ex-Pathfinder, see the Pathfinder’s Journal in Pathfinder
Adventure Path #3 or Pathfinder Tales: The Compass Stone.

Gav is indeed as talented a guide as he claims, and can
easily give the PCs the rundown on the city and how it
works, as well as finding them anything they need, from
magical items (“The Wheel Unbroken is good for custom
work, gov, but if you want cheap, it’s Gadka down at the
corner of Fever Street and Half-a-Chicken Walk”) to the
most exotic of brothels (“If you want 'em cold, it's the
White Lady up in Ankar-Te—there’s some things you just
can’t do with a live girl, neh?”). If the PCs explain they're
seeking a specific magic item said to be hidden somewhere
in the city (even if they're exceptionally vague about it), he
immediately comes up with two avenues of inquiry: the
greatlibrary called the Therassic Spire, and the mysterious
troll oracles called Augurs.

Unfortunately, there are problems with both of these.
The Therassic Spire is currently locked tight, and nobody
knows why—the doors closed several days ago, and the
resident librarians have refused to open up for anyone.
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Gav explains that it wouldn’t be an issue, except that his
first choice, the Augurs, have also gone on strike because
of a conflict with the powerful Ardoc family of Bis, and
as of yet have been unable to find someone to resolve the
issue. It would have to be someone from outside the city,
with no previous ties and affiliations—someone like the
PCs, in fact. Before the PCs can object, Gav darts into the
crowd, dragging them through Hospice to a rathole of an
inn called the Sorry Excuse.

Development: The adventure presumes the
PCs meet with the Augurs first, and
use them to get into the Therassic
Spire. If the PCs decide to break into
the Spire instead, skip directly to
Part Three, but be warned that the
party may not be prepared for its
challenges. In addition, once the
PCs enter the city, any character
who used the Shard of Lust to divine
the location of the Shard of Gluttony
knows that the latter shard seems to
be somewhere downward, indicating
that this next fragment lies in the
Undercity. As with other shard
visions, unfortunately, now
that the PCs are in relatively
close proximity, the visions
become frustratingly vague.

the oracle and indicates that the PCs should do the same.
The troll takes them in with a glance, then motions for
them to sit.

The troll introduces herself as Vargun (LN female troll
rogue 2/expert 3). To PCs who have interacted with trolls
before, this one appears incongruously civilized, with
careful mannerisms, a thoughtful look, and a long purple
toga with a horizontal slit in the stomach covered in old

bloodstains. After asking the PCs a bit about themselves
and what they seek, Vargun explains her

situation, speaking in Common.

“I presume the boy has already explained
the nature of our organization. While
it's something of an open secret
that many of our divinations are,
shall we say, more logical than
magical, this is not always the
case. There are those among us
who still retain the old gifts.
“My brother Augustille is
' gifted. His visions are unique
S / and frequently unmarketable,
: " which is why he rarely leaves the
temple. Yet someone wants to
harness that ability.
“The Ardoc brothers are artificers
and golem crafters—the most powerful

MEETING THE AUGURS
As Gav eagerly explains, the Augurs of Kaer Maga are one
of its most famous and influential factions. The all-troll
ascetic group practices a strange form of haruspicy in
which members cut open their stomachs and read their
own entrails to divine secrets about the future, trusting
their regeneration to heal them up again after each
reading. Of course, in the Age of Lost Omens, prophecy
is chancy at best—yet fortunately for the Augurs, this
matters little, as very few of the Augurs have any real
magical abilities. Instead, their insights come from the
fact that in Kaer Maga, most everyone consults them
before undertaking any major business deal or political
power play, thus making them possibly the most informed
group in the city. This information is then turned around
and dispensed to others who ask relevant questions—
never directly or in a biased fashion, but rather in cryptic
koans that are correct just often enough to keep the cycle
going. For more information on the Augurs, see page 64.
At the Sorry Excuse, an inn that appears to cater
exclusively to travelers and newcomers to the city—and
thus charges double what anything should cost—Gav
quickly locates an Augur sitting alone at a wooden table
filled with troll-sized mugs of ale. He respectfully greets

family in Bis. They run everything in that district,
and we have long-standing relationships between
our factions that must be maintained. Yet one of their younger
members—an arrogant little tinkerer named Berkanin—has
gone off on his own and arranged the kidnapping of Augustille
from the very foot of the temple steps, and holds him hostage
even as we speak, ‘studying’ my brother like one of his machines.
“The Ardocs have ignored our requests to rein in their rogue
brother. We cannot engage them within their own territory, nor
can any of our usual agents. But you are different. Bring back my
brother, and we will bring you the information you seek.”

Vargun has little interest in bargaining, but at the GM’s
discretion may offer additional concessions or payment in
order to convince the PCs to rescue her lost sibling.

THE BALCONIES OF Bis

The district called Bis is one of the most storied vistas in
Kaer Maga. Here the usual honeycomb maze of chambers
inside the city’s great ring wall gives way to a single enclosed,
cavernous space. While the floors are cluttered with shops
and boarding houses, many of which stand several stories
tall, the true elite of the city have gradually crawled up the
great walls of the chamber to distance themselves from the
rabble. These are the Balconies of Bis, enormous buttressed
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ledges that stick out from the walls like shelves and support
the manors and workshops of the wealthy, with the higher
balconies being harder to reach and thus more prestigious.
The lights of the balconies cascade down the walls like a
glowing waterfall, while the primary light sources at the
district’s center are great lanterns that hang down from
the ceiling 8o feet above, illuminating streets packed with
residents, construct servitors both large and small, and the
occasional Ardoc brother who walks through keeping the
peace, offering opinions or passing sentences on criminals
with his bloodstained chisel of office.

Gav knows all about Bis and the operations of the
Ardoc family, and can happily relate any of the general
information found in City of Strangers. He also easily follows
Vargun’s instructions to the balcony where Berkanin lives
and works. (If the PCs attempt to contact the Ardoc family
directly, see page 62.)

A. THE HANGING MANSE

Berkanin’s mansion-turned-laboratory is situated on the
southwestern wall of Bis, a prominent balcony 40 feet
above the floor of the district, with no other structures
beneath it. From below, all that’s visible is the extensive

stone buttressing that supports the massive weight of
the complex above. The two most obvious ways up are an
arched entrance in the wall leading to an enclosed stone
staircase (area A1) and a complex affair of ropes and pulleys
attached to a wooden platform that currently rests on the
ground (area A3). Scaling the stone wall leading up to the
balcony requires a successful DC 20 Climb check.

Gav is happy to wait for the PCs beneath the balcony,
but isn’t interested in accompanying them up to the manse
itself—he has little desire to be “squashed by something
that shouldn’t be moving in the first place,” but then
quickly assures the PCs that he’s sure they’ll be fine.

Unless otherwise noted, all ceilings in Berkanin’s
manor are 10 feet high, and doors are made of strong wood.
Constructs stationed in a particular area tend to remain
there even if they hear fighting elsewhere, as Berkanin’s
orders failed to include tactics beyond guarding particular
points, and the Ardoc brother didn’t want his guards
falling prey to simple distractions.

The bulk of the denizens of the Hanging Manse are
constructs or monsters—Berkanin recently let many of
his servants go. Only his harpy majordomo Herifax and
his lover Kanya still live here along with the wizard.
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A1 STAIRS

A five-foot-wide stairway is situated inside the wall of Kaer
Maga itself, accessed through an arched opening at ground
level whose surrounding stone is perfectly smooth save for
many tiny lines or slits carved haphazardly along its length. The
stairs wind upward inside the wall toward the Hanging Manse
on the wide, buttressed balcony forty feet above.

As soon as any creature approaches within 5 feet of the
entrance to the stairs, the dozens of lines carved into the
archway twist and snap open, revealing blankly staring eyes
of the same gray stone. A chorus of high, discordant voices
calls out: “No solicitors, petitioners, inquisitors, or social
calls! This is your only warning.” With a sound like shuffling
cards, all of the eyes swivel to focus on the closest figure. A
single tiny voice then sings out, “T’his means yooo-oou...”

The eyes’ message is preset (similar to a magic mouth),
and though they repeat it if all creatures move out of range
and then approach again, they cannot say anything else. As
long as there’s someone within their range, the eyes move
to track that person. They do nothing to prevent entrance,

but triggering their warning causes a chime to ring and a
view of the scene to appear on the mirror in area A19. The
arch radiates an aura of moderate divination magic.

A2. VISITOR'S ARCH

The staircase emerges onto a cobblestone path leading through
a well-landscaped garden. Five feet from the top of the stairs,
the path passes though a freestanding stone arch carved into
the form of two angels facing away from each other and blowing
trumpets, backs arched and great wing tips touching at the apex.

The archway radiates an aura of moderate divination.
Whenever a creature passes through the arch, a brief
fanfare peals out, followed by a majestic disembodied voice
announcing, “Visitors have arrived!”—loudly enough for
anyone in the garden or the western half of the Hanging
Manse to hear with ease. There’s easily enough space to go
around the arch on either side.

Az. Ascenper (CR 8)

Resting on the stone floor of the district below the balcony above
is a ten-foot-square wooden platform. Thick ropes run from
each corner along pillars that rise up to the balcony above. A pair
of lattice-like doors sit in the southwestern and northeastern
walls of the platform. One corner of the platform holds a small
mechanical box with a lever currently set in the down position.
A number of gears, counterweights, and other mechanical
components is housed within a ten-foot-square hollow stone
pillar under the balcony and just southwest of the lift.

This elevator is primarily used by Berkanin’s servants
to deliver items too heavy or awkward to haul up the
staircase. Flipping the lever into the upward position
causes the platform to begin creakily ascending at a rate
of 5 feet per round—flipping the lever down again makes
it descend at the same rate. When the lift platform reaches
the level of the balcony, the southwestern lattice
doors swing open to allow access into the garden.

Creature: Berkanin’s clockwork familiar Petey
spends the bulk of'its time hiding amid the machinery
that powers the lift platform, watching for intruders.

v‘ Petey knows who is and isn’t supposed to be visiting, and

if'any strangers attempt to use the lift, the construct does

nothing until the platform is 30 feet up. At that point, it
yanks out several key pins in the winch, activating the trap.
Once Petey has activated the trap (or once it’s been spotted),
the construct flees to warn its master in area A23.

PETEY CR —
XP o
Clockwork familiar (see page 86)
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hp 16

Item Installation (Ex): Petey is currently installed with a wand
of magic missile with 23 charges. The construct gains the
ability to spit a gobbet of acid up to 30 feet as a ranged
touch attack, dealing 1d4 points of damage. Draining a
charge from the wand increases the damage to 2d4 points
for a single attack. The acid disappears after 1 round.
Alternatively, Petey can drain a charge to heal itself for 1d6
points of damage.

Trap: When Petey pulls the pins, the lift immediately
drops into free fall, crashing down onto the stones below.
At the same time, a number of spinning gears fly loose
from their housing, spiraling down onto the plummeting
platform from above to crush and impale anyone within a
split second of landing. The only hope of any non-flying
PC caught on the plummeting platform is to leap for one of
the support pillars and then climb that (with a successful
DC 30 Climb check) to safety. Once the trap has been
sprung, the lift is destroyed and must be repaired.

FALLING LIFT CR8
XP 4,800
Type mechanical; Perception DC 30; Disable Device DC 30
EFFECT
Trigger manual; Reset repair; Bypass spotting Petey and scaring

it off (Perception check opposed by Petey’s Stealth check)

Effect 30-foot fall (3d6 falling damage); falling gears (Atk +15
melee, 3d6 damage); DC 20 Reflex save negates, provided
the save is immediately followed up with a successful DC 30
Climb check); multiple targets (all targets on the platform
or directly beneath it)

Treasure: Petey has only the wand of magic missile
installed in its body.

A4. TwiucHT GARDEN (CR 8)

This large balcony has been sculpted and landscaped into a
wide garden that runs all the way to the unfenced edge, where
short vines trail off into empty space. The plant life that clusters
in low mounds is a mixture of shade-loving forest undergrowth
and brilliantly colored mushrooms and other fungi. The entire
garden is lit to a soft twilight by eight-foot-high lampposts with
glowing yellow-orange globes at their tops, and neat stone
footpaths carve winding trails around and between them.

The entire garden is considered an area of dim light.
The garden is clearly artificial; the dirt and plants were
dragged up here by servants when Berkanin first built
the place, and the plants are sustained by the meager but
continual light cast by the lampposts. The view from the
edge is fantastic, taking in the whole twinkling vista of the

cavernous district, and the garden itselfis quite pleasant.
Unfortunately for the PCs, it’s also guarded.

Creatures: Berkanin recently acquired a pair of hulking
plants to protect his garden—a pair of tendriculoses. Each
of these monstrous tentacled plants patrols the garden
tirelessly, but usually spends hours at a time sitting
motionless among the other plants and fungi here (this
counts as undergrowth and improves the tendriculoses’
chances at hiding). The creatures are smarter than
animals, but not smart enough to really think for
themselves—they recognize Berkanin and his servants
as allies but immediately move to attack anyone else they
notice moving through the garden. Both tendriculoses
have learned to avoid the western portion of the balcony
(area A6) and they will not pursue foes up into that region,
nor into the manse itself.

TENDRICULOSES (2 CR 6
XP 2,400 each
hp 76 each (Pathfinder RPG Bestiary 2 259)

As. SToraGeE Gazeso (CR 8D

This gazebo is built of unpainted wood lattice with a rounded
roof that’s covered in growing vines. The southern wall is open,
revealing an interior that’s been used to store an impressive
number of levers, bars, gears, cogs, glass containers, rope,
pulleys, and other mechanical parts and strange tools.

Originally intended to be a place for Berkanin to relax,
this gazebo soon became a place for the wizard to store
many of his building components and other pieces of
leftover machinery. The sheer amount of material kept
here may look like a cluttered mess to the casual observer,
but Berkanin knows where each and every piece of
equipment stored here can be found.

Creature: Although the clutter here appears to be left
unguarded, in fact, it has become the lair of a monstrous
ray-like creature—a lurker above. Many of these creatures
cling to the inner ceiling within Kaer Maga’s walls, where
they sometimes swoop down from above to attack passersby
in the streets below. This lurker above is a particularly
strong specimen. It drifted down from the ceiling above to
lurk within this gazebo and quite likes the snugness of the
place. Were Berkanin to learn about this unwanted visitor,
he would doubtless run the lurker off, but he visits the
gazebo so infrequently that the monster has been able to
dwell here for several months in peace so far.

ADVANCED LURKER ABOVE CR8
XP 4,800
N Huge aberration (Pathfinder Campaign Setting: Misfit
Monsters Redeemed 50)
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Init +7; Senses blindsense 10 ft., darkvision 60 ft., scent;
Perception +14

clockwork limbs, and stranger things lie jumbled together in
no particular order.

DEFENSE

AC 23, touch 11, flat-footed 20 (+3 Dex, +12 natural, —2 size)
hp 105 (10d8+60)

Fort +9, Ref +6, Will +11

Defensive Abilities amorphous; DR 10/piercing or slashing;

Resist cold 10, fire 10
Weaknesses light sensitivity
OFFENSE
Speed 30 ft., climb 5 ft., fly 40 ft. (poor)
Melee slam +17 (3d6+18)

Space 15 ft.; Reach 15 ft.

Special Attacks constrict (3d6+18), smother

TACTICS

During Combat The lurker above has to squeeze while it’s

inside the gazebo, and as such takes a —4 penalty on
attack rolls and a —4 penalty to its AC as long as it remains
within. It remains in the gazebo until it’s no longer
grappling a foe, at which point it squeezes out to attack
and chase the nearest foe. Canny PCs might be able to
get the lurker above to fight the tendriculoses or other
creatures in the region.

Morale The lurker above flees back up to the Asylum Stone’s
ceiling far above if reduced to 20 or fewer hit points—it
does not return to this region.

STATISTICS

Str 34, Dex 16, Con 23, Int 2, Wis 19, Cha 13

Base Atk +7; CMB +21; CMD 34 (can’t be tripped)

Feats Blind-Fight, Combat Reflexes, Improved Initiative, Skill
Focus (Perception), Skill Focus (Stealth)

Skills Climb +24, Fly +o, Perception +14, Stealth +8 (+16 in
rocky areas)

SPECIAL ABILITIES

Smother (Ex) When a lurker above grapples a target, it forms

an airtight seal around its prey. A grappled target cannot
speak or cast spells with verbal components, and must hold
its breath (see the rules for suffocation on page 445 of the
Pathfinder RPG Core Rulebook).

Treasure: While the gears, ropes, pulleys, and other
machinery kept here are of some value (there are 1,200
pounds of parts here worth a total of 450 gp), the most
valuable objects hidden amid the tools are a pair of
immovable rods. Without detect magic, a successful DC 30
Perception check is required to notice the items amid the
rest of the clutter here.

A6. Scrar Hear (CR 8)

This mound of detritus is several feet high and stretches
almost to the edge of the balcony. Decomposing kitchen
scraps, pieces of metal and wood, broken bottles, half-finished

This garbage pile started when the irritable artificer took
to flinging his broken creations or faulty components out
rather than disposing of them properly. Over time, the
other residents of the house took to throwing their trash
here as well. Normally, servants came every week to haul
the waste away, but since Berkanin ordered the manor
sealed off, the mound has steadily grown.

Creature: One of Berkanin’s latest failed experiments
was an alchemical golem constructed to stand guard over
his workshop. Though the golem ended up functioning,
unexpected weaknesses and the kludged-together look
of the thing frustrated Berkanin, and in a fit of pique he
shoved the thing out the window and into the scrap heap.
There it’s lain for weeks, slowly being covered in refuse,
following its last instructions, which were to maintain
its position, protect the house’s residents, and destroy all
others. As soon as the PCs approach the scrap heap, the
golem bursts forth from the pile and attacks, fighting until
it’s destroyed. The golem itself is still a dangerous foe,
despite the fact that its hit points are lower than they should
be because of the unfortunate defects in its construction.
Further, defects in its bomb creation components cause
it to take 1d6 points of damage each time it uses a bomb
ranged attack—the golem prefers to make slam attacks,
but is unintelligent enough to not care about the damage it
does to itself whenever it makes ranged attacks.

ALCHEMICAL GOLEM CR8

XP 4,800
hp 70 (Pathfinder RPG Bestiary 2 135)

Treasure: Along with 300 gp worth of adamantine slag,
the scrap heap also contains a pot of sovereign glue stuck
permanently to a Small buckler (the mess was discarded
when an enraged Berkanin realized his servants hadn’t
brought any universal solvent) and a feather token (tree), which
Berkanin was temporarily fascinated with but ultimately
decided was useless for his purposes.

Az. ENTRY Haw (CR 8D

This hall has ornate wooden double doors on opposite walls to
the east and west. A third door made primarily of opaque glass
stands in the northern wall. On the southern wall, a huge clock
ticks off the seconds, its exposed gears and whirring pulleys
spread out across the entire wall in a single artistically arranged
layer. Over the western double doors, a tiny mechanical eyeball
with wings and arms is mounted on the wall, its limbs pinned
out in a majestic pose. To either side of these doors, a marble
podium holds a small potted plant.
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This room is the receiving room used for servants,
merchants, and others who have business with Berkanin
but are not invited in as guests. The clock on the southern
wall is unnecessarily complicated and designed to impress
and intimidate, counting off everything from seconds and
minutes to days, years, the phases of the moon, and more
esoteric measurements. A successful DC 10 Perception
check is enough to notice that the plants seem out of place
with the rest of the decor—they’re a halfhearted attempt
to “brighten up the place.” A successful DC 15 Knowledge
(arcana) or Knowledge (planes) check identifies the
construct above the door as not a creation, but an outsider.
It’s a type of inevitable from Axis called an arbiter; these
outsiders are sometimes used as familiars by spellcasters.
The tiny inevitable is long dead, and today serves as
nothing more than a decoration.

Creatures: Two mechanical figures made from brass
and steel—clockwork soldiers—stand at attention in
the center of the room, on alert for intruders. As soon
as anyone other than Kanya, Berkanin, or Herifax enters
the room, gears inside the armored constructs whir to
life, and the soldiers simultaneously level their halberds
and attack.

CLOCKWORK SOLDIERS (2 CR6
XP 2,400 each
hp 64 each (Pathfinder RPG Bestiary 3 57)

Treasure: Both of the clockwork soldiers carry +1 halberds,
which can be easily removed once the creatures are destroyed.

A8. Privy

This is an ordinary privy, with a stone seat and a small standing
washbasin with a copper faucet and drain.

Though the running water (fed by gravity from a cistern
on the roof) is something of a luxury, this rest room is
otherwise nondescript. Anyone who looks past the seat
notices that it opens not onto a pit—as there’s no ground
on the balcony—but rather a small, surprisingly clean
space with a foot-wide tunnel that descends northward ata
shallow angle. Warmth radiates up from the tunnel.

Development: The bathrooms in the manor are serviced
by tiny constructs that haul excrement down to a central
incinerator beneath the building, a 5-foot-square room
constantly lit with magical flames. Anyone who squeezes
through the tunnel and enters the incinerator takes
3d6 points of fire damage each round he remains. The
constructs are currently in area A22, and characters who
pass through the incinerator could conceivably climb up to
that area with a successful DC 15 Climb check on the last 15-
foot leg of the tunnel.

A9g. HALL OF JUDGMENT

The ceiling and two outer walls of this room are made entirely
of panes of glass. The light coming through the windows seems
amplified, and the room is as bright as noonday. Several tables
and racks stand covered with green, leafy plants in pots, as well
as four identical marble busts of the same young, clean-shaven
man. A plain wooden chair sits in the center of the room, facing
a small desk with a mechanical arm protruding from the top.
Part of the wood is scarred and stained.

When Berkanin was still interested in his familial role
as one of the governors and peacekeepers of Bis, this was
the room he used to hear grievances and try criminals.
The stain on the desk is where he meted out judgment
(a successful DC 12 Knowledge [local] check reveals that
Ardoc brothers pass most of their sentences in terms of
finger joints, removing the prescribed number of joints
from criminals’ hands with their chisels of office).

If anyone sits in the chair in the middle of the room,
the marble heads (all modeled on Berkanin) immediately
swivel to face it and enclose the chair in a 5-foot-wide zone of
truth. The mechanical hand on the desk also immediately
comes to life and begins acting as a stenographer, writing
down anything anyone in the room says on a stack of
paper. The magic is integral to the room, and individual
pieces cease to function if removed.

Development: Of late, the only person who visits the
room is Kanya, who sometimes gets tired of life in Bis and
uses the increased light and multitude of plants to pretend
she’s somewhere brighter and more natural. She has also
taken to using the truth chair to resolve internal conflicts,
speaking statements aloud to see if they’re what she actually
believes. She’s careful to remove the papers when she’s
done, but a successful DC 15 Perception check shows clear
depressions from the stylus on the paper beneath, and
the writing reveals that while Kanya loves Berkanin, she’s
been feeling neglected and useless, and has grown worried
about his obsessions, thinking that perhaps she’s made a
mistake in moving in. She’s also simultaneously jealous of’
and attracted to Herifax. If any of this information is used
against her, either to manipulate her mood or to distract
her in combat, she takes a —2 penalty on any attack rolls or
saving throws due to inner turmoil, and PCs get a +10 bonus
on Diplomacy or Intimidate checks made against her.

Aio. Partor (CR 8)

This large room has a staircase in the corner and several
overstuffed armchairs facing each other on a large and ornate
rug. Along the walls stand various cases or hangers displaying
an assortment of strange trophies, such as a spear with a glass
reservoir at the end, a small mannequin elaborately carved
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from bone or ivory, a marble lion head, and a number of framed

schematic drawings.

This is Berkanin’s main sitting and entertaining room,
and when he still allowed guests, he enjoyed bringing
them here so that they could marvel at his trophies, all
taken during a youthful adventure in lands far to the
east. A successful DC 20 Knowledge (arcana) check reveals
that the marble lion head is actually the severed head of
a powerful construct called a taotieh (Pathfinder RPG
Bestiary 3 260).

Creature: The little bone carving of the small humanoid
figure is a type of scrimshaw construct called a tupilaq,
bound to guard this room by Berkanin. It waits until the
PCs have entered the room to use its invisibility spell—have
PCs make a DC 15 Perception check to see whether they
notice the disappearance. Once it’s invisible, the tupilaq
enjoys inspiring terror, popping into visibility just long
enough to savage a character with its oversized jaws before
going invisible again and repositioning itself. If dropped
below 10 hit points, the tupilaq turns invisible and follows
the PCs, appearing when they’re otherwise compromised
to try to take its revenge.

ADVANCED TUPILAQ CR8

XP 4,800
hp 77 (Pathfinder RPG Bestiary 3 275, 290)

Treasure: The carpet the chairs are sitting on is from
the Empire of Kelesh, and is worth 1,000 gp, though it
also weighs 30 pounds. The spear is a +1 injection spear (see
page 64 of Pathfinder Adventure Path #61). The schematic
drawings range from revelatory illustrations regarding the
construction of a dangerous, fire-bellied guardian called
a tophet to partial instructions for building an Alkenstar
firearm. Each of these schematics is worth 2,000 gp to the
right buyer.

Ait. STORAGE

The storeroom is packed with crates and bins filled with bolts,
cogs, chains, tubes, bricks of clay, and other supplies seemingly
suited for an artist or mechanic. On a table in the middle of the
room lies a pile of three round, eyeball-shaped constructs with
spindly arms, all of them broken and battered.

This room holds the raw supplies for Berkanin’s various
crafting projects and experiments. The three construct
creatures piled on the table are all arbiter inevitables like
the one hanging over the doorway in area Ay, save that
these have been partially disassembled and had their wings
removed. Berkanin vivisected several such creatures in his
attempts to design his lesser wings of flying (see page 59).

Treasure: A search of this room and a successful DC 15

Perception check reveals an adamantine dagger, a mithral
chain shirt, and 200 gp worth of random cogs and other
finely machined clockwork parts. There are also 3 doses
of clearly labeled universal solvent sitting on a small side
table, purchased by Berkanin’s servants after the mishap
with the sovereign glue now in area A6, and quietly left here
when it became apparent that reminding Berkanin of the
incident would be unwise.

Ar2. HAuway

One wall of this hallway is covered in an elaborate mural of a
pastoral landscape in which every object—trees, animals, and
even people—is its own clockwork mechanism of exposed
gears and belts.

Berkanin believes that constructs are inherently better
than natural creations, and this mural encapsulates his
ultimate vision for the world.

Ar1z. LIBRARY

This room is lined with bookshelves, each packed to bursting
with tomes, folios, and scroll tubes. A stuffed chair upholstered
with a bear pelt sits in the corner, the bear’s head rising from the
top of the high back and holding a glowing glass orb in its jaws.

The orb in the bear’s mouth is a simple glass bulb with
a continual flame spell cast on it, which Berkanin uses as a
reading lamp. The books in this room are almost entirely
devoted to the crafting, programming, philosophy, and
ethicalissues involved in creating constructs and intelligent
machines. Many are very old and close to falling apart.

Treasure: A search with a successful DC 15 Perception
check reveals a cache of pornographic poetry on a bottom
shelf, along with a flipbook in which several animated
clay golems couple with their creator—a handwritten
note on the back reads: “Copied from a student at the
Arcanamirium—aquite diverting.” The flipbook is worth
50 gp. The collected books in this room are worth at least
5,000 gp as a whole, yet unlike most of the possessions
in this house, these are claimed by the Ardoc family as a
whole, and the brothers take exception to anyone refusing
to turn them over immediately. One particularly valuable
item they don’t know about is hidden behind the poetry
cache: a clay golem manual.

Ai4. RircHeN (CR 6)

This kitchen appears partially automated, with several spindly
mechanical arms extruding from counters and holding rolling
pins or chef’s knives. To the northwest, a window looks out over
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a scrap heap and the edge of the balcony. A smaller door stands
in the southern corner. By far the largest feature in the room
is a potbellied iron stove along the western wall, its several
extruded arms holding pots and skillets.

As soon as anyone enters the kitchen, the various
mechanical arms snap to attention and await orders. If
given basic instructions regarding food preparation,
the arms quickly set to work mincing, mixing, or doing
whatever other functions are asked of them. More complex
requests are ignored with a small buzzing sound.

Trap: PCs may fear attacks from the many arms in this
room, but in truth the appendages are too weak to pose
much of a threat. Instead, Berkanin has rigged the stove
to explode in a tremendous plume of fire if anyone other
than him or his designated servants moves into either of
the two squares directly in front of it.

EXPLODING STOVE CR 8
XP 4,800
Type mechanical; Perception DC 28; Disable Device DC 28
EFFECTS
Trigger location; Reset none
Effect 12d6 fire damage, DC 17 Reflex save for half damage;
multiple targets (all targets in room)

Aig. PANTRY

This small closet is packed tight with sacks, jars, and crates

of foodstuffs.

Treasure: Herifax, being a bit paranoid, believes in
always keeping this pantry stocked with several weeks’
worth of food. Most of the jars and bags hold little more
than grains, vegetables, and salted meat, though a careful
search (and a successful DC 20 Perception check) uncovers
200 gp in exotic spices from Tian Xia and Casmaron.

A16. DiNniNnG Room (CR 8)

and attack, working as a team and staying close together
to gain the advantage of their rank fighting ability. Both
constructs fight until destroyed.

TERRA-COTTA SOLDIERS (2
XP 2,400 each
hp 64 each (Pathfinder RPG Bestiary 3 262)

Ar7. SHRINE

Against the far wall of this small chamber stands a small shrine
made out of interlocking gears, topped with an artistic mask of
a female face formed from metal plates. The two walls to either
side hold long tapestries, one of a naked clockwork woman
reaching down from a cloud to lift up a young man in robes,
and another showing the same man standing triumphantly on
the shoulders of an enormous humanoid machine as it stomps
across a crowded marketplace. A mat sits on the floor before
the shrine, a bowl of incense overturned in front of it. Both the
tapestries are ripped and askew, and the shrine itself is dented.

A successful DC 15 Knowledge (religion) check identifies
this as a shrine to Brigh, the Whisper in the Bronze, goddess
of inventors and constructs. One of Berkanin’s previous
schemes for the quick acquisition of power involved finding
religion—the man depicted in both tapestries is him, as
he commissioned the works from an artist at the Lyceum
in Oriat. Berkanin’s flirtation with spirituality didn’t
last long, though, quickly turning to rage and disgust—
hence the damage to the tapestries and shrine. A quick
examination shows that the incense in the bowl has only
barely been burned, perhaps for halfan hour in total.

Treasure: The incense in the bowl is incense of
meditation—Berkanin asked Kanya to bring back the best
incense she could find, and she did so, but neither of them
considered the fact that the magic would be useless to him.
Though singed, the incense still retains all its power.

A18. SERVANT'S QUARTERS

The ceiling in this room rises to fifteen feet, and a single enormous
picture window takes up most of the northeastern wall. A long,
elegant wooden dining table and eight high-backed chairs stand
in the center of the room. The only decorations are two life-sized
clay statues of soldiers in exotic armor, one standing at attention
to either side of the doors leading in from the garden.

This air in this room is a heavy mix of perfume and animal stink.
In one corner lies a mass of fine blankets and pillows that have
been slashed and raked into a crude nest. In another stands
a vanity with a tall mirror and an impressive array of crystal
perfume bottles. Between the two, a wooden trunk sits against
the wall. Feathers and streaks of white litter the floor.

Creatures: The two statues are terra-cotta soldiers,
constructs whose animating secrets Berkanin learned
during his time in Tian Xia. Both soldiers are dressed in
Berkanin’s half-remembered idea of what samurai armor
looks like, and have distinctly Tian features. The soldiers
wait until the PCs have entered the room, then draw swords

This is the bedroom of Herifax, Berkanin’s recently
acquired majordomo. An only marginally civilized harpy,
Herifax hasn’t quite figured out how to overcome her natural
harpy instincts—hence the room’s disheveled condition—
but a newly acquired sense of shame has led her to attempt
to cover up her stench with pungent perfumes. Herifax
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oversees the daily operations of the manor, ordering about

The catwalk itself is built on a long series of cleverly

the various cooking and cleaning constructs.

Treasure: The perfumes on the vanity are worth 50 gp
in total. The trunk is locked (a successful DC 30 Disable
Device check or the key carried by Herifax opens it), and
inside are the harpy’s most treasured possessions: the
human skull from her first kill (back when she lived in
an aerie on the Lost Coast), a masterwork ukulele for
accompanying her singing, a golembane scarab wrapped in
cloth (kept as insurance against betrayal by Berkanin), and
a leather-bound journal. The journal is filled primarily
with the harpy’s mundane thoughts and rants, written
in scrawling Common, but anyone who spends a minute
flipping through it quickly realizes that the harpy took
the job primarily to be close to Kanya, with whom she’s
hopelessly infatuated and wants to become “nest mates.”

Development: If any PCs reveal they know Herifax’s
romantic secret, the harpy flies into a rage and focuses all
her attacks on those particular PCs.

Ai19. OFFICE

This is a small office with a window looking out over the garden
and district. A desk holds stacks of documents, blank paper, and
other writing materials. A large silver mirror hangs on one wall.

Kanya takes care of most of the manor’s paperwork,
a situation that forces her to work closely with Herifax
(which only adds to their mutual awkwardness). The
papers here mostly cover various purchases demanded by
Berkanin’s experiments, including the sourcing of several
expensive components by someone named Dakar.

Treasure: A locked cash box (a successful DC 30 Disable
Device check or the key carried by Kanya opens it) stashed
in the desk holds the manor’s petty cash—s00 gp. The
rest of Berkanin’s funds are secured in various banks and
repositories around the city. The looking glass on the wall is
magically linked to the eyeball arch in area A1, and touching
it causes the eyes to open, transforming the mirror’s surface
into a view of the area in front of the arch. This magical
mirror only looks out into area A1—it is worth 2,500 gp.

Az0. Carwak (CR 7D

A wide masonry catwalk with railings on either side slopes
upward from an open archway in the manor’s southern tower
to a balcony and a closed door in the smaller northern tower.
Above, open windows in the northwestern tower flicker with
flashes of colored light.

Below the catwalk, the roof'is flat. The catwalk is 5 feet
above the roof at its southeastern end, and 10 feet above at
the northwestern end.

designed supports controlled by a lever in area A21. When
the lever is down, the catwalk is stable, but when this lever
is put into the up position, the supports loosen and slide,
transforming the catwalk (including the balcony that runs
along the southeastern side of areas A21 and A22) into a
wobbly platform that shifts and twists with each step placed
upon it. While the catwalk is wobbling, any characters on the
catwalk must make a successful DC 12 Acrobatics check each
round to avoid falling prone. Remember that while making
these checks, characters are considered to be flat-footed.
Creature: Herifax, Berkanin’s harpy majordomo,
hides here waiting to defend her employers. Though she
likely notices any scuffles in the garden, she does not
engage until PCs actively reach here or attempt to climb
the northwestern tower, preferring to let Berkanin’s
automated defenses do the dirty work. Herifax is quite the
sight, as beneath her armor the harpy has taken to wearing
a patchwork of clothing items that she’s been told are all
individually quite alluring, ranging from a torn evening
gown to mismatched stockings and a large, exotic hat.

HERIFAX CR7
XP 3,200
Harpy ranger 4 (Pathfinder RPG Bestiary 172)
NE Medium monstrous humanoid
Init +5; Senses darkvision 6o ft.; Perception +15
DEFENSE
AC 21, touch 17, flat-footed 15 (+3 armor, +1 deflection, +5 Dex,

+1 dodge, +1 natural)

hp 82 (11d10+22)

Fort +8, Ref +14, Will +7

OFFENSE

Speed 30 ft., fly 8o ft. (average)

Melee longsword +13/+8/+3 (1d8+2/19—20), talons +8 (1d6+3)

Ranged +1 composite longbow +18/+13/+8 (1d8+3/x3)

Special Attacks captivating song (DC 17), favored enemy
(humans +2)

Ranger Spells Prepared (CL 1st; concentration +2)
1st—resist energy
TACTICS
Before Combat Herifax casts resist energy against any form of

energy she’s seen the PCs wield, defaulting to fire.

During Combat Herifax alerts Kanya with a shriek once she
engages in battle, and the catfolk emerges from area A21 on
the second round of combat to join the fight. The harpy then
attempts to stay well out of range of the PCs, flying high above
them while peppering them with arrows. She’s particularly
fond of using Deadly Aim to deal additional damage to easy
targets, and goes for spellcasters and other archers first. If she
ever spots a PC wandering alone in the garden, she uses her
captivating song to try to get that PC to walk off the edge of
the balcony or to stumble into the trash heap and anger the
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alchemical golem, but otherwise she avoids using this ability,
preferring to focus on her arrows in combat.

Morale If Kanya is reduced to negative hit points, Herifax swoops

down to stand over her body and try to stabilize her wounds,
ignoring any actions taken by the PCs until she’s sure the
catfolk woman is not dying. Herifax may well beg the PCs
to save Kanya (or at the very least allow her the time to try
to bind Kanya’s wounds) in return for surrendering to
them—if the PCs accept this surrender, the harpy sees
this as her chance to get Berkanin out of the picture and
promises to aid the PCs in killing the master of the house,
provided they heal her up and promise Kanya comes to no
harm. Herifax only makes this offer if she thinks Kanya is
unconscious—otherwise, if she’s reduced to fewer than 10
hit points, she flees into the city to nurse her wounds
and make plans to return to rescue Kanya later.
STATISTICS

Str 14, Dex 20, Con 14, Int 9, Wis 12, Cha 15

Base Atk +11; CMB +13; CMD 30

Feats Deadly Aim, Dodge, Endurance,
Flyby Attack, Manyshot, Precise
Shot, Rapid Shot, Weapon Focus
(composite longbow)

Skills Bluff +13, Diplomacy +4, Fly +19,

’~

Intimidate +7, Knowledge (local) +1, Perception +15,
Perform (sing) +4, Perform (string) +4, Stealth +9,
Survival +5

Languages Common

SQ favored terrain (urban +2), hunter’s bond
(companions), track +2, wild empathy +6

Other Gear +1 leather armor, +1 composite longbow
with 40 arrows, longsword, ring of protection +1, key to
trunk in area A18, 240 gp

A21. MasTer BEproom (CR 7D

This bedroom is large and airy, with thick, expensive rugs and
windows overlooking the district. A massive bed sits against the
northeastern wall, next to a wardrobe and a metal staircase that
twists up through a hole in the ceiling. In an entryway to the
southeast, one door stands ajar, while in the southeastern wall, a
lever protrudes from a mechanical box by another door.

This is the bedroom shared by Berkanin and Kanya. As his
workshop sits just above it, Berkanin has rarely left these two
rooms in weeks, and often doesn’t even bother coming down
to sleep. The lever near the door to area A2o controls the
catwalk’s supports—while the lever is in the down position,
the catwalk is stable; when switched to the up position, the
catwalk is unstable (see area A2o for details).

Creature: Kanya is a catfolk, a rare and beautiful strain
of humanoid from southern Garund who’s exotic even
by Kaer Magan standards. Berkanin met her when she

HERIFAX I

was brought before

him to stand trial for a
burglary gone wrong, and
the arcanist was instantly taken by the thief’s

long, lithe limbs. Kanya, for her part, was equally
impressed by the artificer’s mechanical servants.
Blatantly flouting the law, Berkanin pardoned Kanya and
brought her home to live with him, beginning a steamy
affair that lasted until a new obsession—the power of
the troll Augurs—gripped the Ardoc wizard. Since then,
Kanya has been increasingly displeased with her situation,
but is neither ready to give up on her love nor entirely sure
that her pardon will last if she leaves Berkanin.

Kanya currently waits here, fuming at Berkanin and
feeling conflicted and pent up. As her frustrations with
Berkanin have grown, her feelings for his majordomo have
been growing as well, and the catfolk is both ashamed and
intrigued by these desires. She’s kept them hidden, but if
she hears Herifax call for help, she’s swift to answer the
call and emerges from this room to join the fight.

KANYA ISMAHE CR7
XP 3,200

Female catfolk rogue 8 (Pathfinder RPG Bestiary 3 47)
CN Medium humanoid (catfolk)
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Init +4; Senses low-light vision; Perception +14

DEFENSE

AC 20, touch 16, flat-footed 15 (+3 armor, +1 deflection, +4 Dex,
+1 dodge, +1 natural)

hp 71 (8d8+32)

Fort +6, Ref +10, Will +5

Defensive Abilities evasion, improved uncanny dodge, trap
sense +2

OFFENSE

Speed 30 ft.

Melee +1 short sword +11/+6 (1d6+2/19—20)
Ranged shortbow +10/+5 (1d6/x3)

Special Attacks sneak attack +4d6

TACTICS

Before Combat If she hears Herifax call the alarm, Kanya pulls

the lever that transforms the catwalk in area A2o into a
wobbly surface.

During Combat Kanya knows her primary strength
lies in sneak attacks. If she hears the alarm from
Herifax, she enters combat on the second
round, favoring her shortbow at first and
firing on foes from the doorway. She won't ' (Q
hesitate to clamber onto the wobbly /
catwalk—her Acrobatics skill is high /

enough that she can move around

on it at full speed and still never fail

her check to avoid falling prone.

She evades melee with those she NG

suspects can make sneak attacks

while on the catwalk, while simultaneously

taking advantage of her enemies’

flat-footed conditions while on

the wobbly surface to make
sneak attacks of her own. If
she’s confronted elsewhere

(such as by stealthy PCs

who make it to area A21 a
without raising an alarm),
she drinks her potion of /&l

invisibility and seeks out

an ally (either Herifax or
Berkanin) to fight with rather
than fight the PCs alone,
although she certainly
takes a moment to
open the door
to area A22 so

KANYA ISMAHE

the constructs

within can

swarm out

to attack.
Morale If she’s

reduced to fewer

than 10 hit points, Kanya flees upstairs to area A23, where
she fights to the death to protect Berkanin.

STATISTICS

Str 12, Dex 18, Con 14, Int 8, Wis 12, Cha 12

Base Atk +6; CMB +7; CMD 23

Feats Dodge, Great Fortitude, Iron Will, Skill Focus
(Acrobatics), Toughness, Weapon Finesse

Skills Acrobatics +18, Climb +12, Disable Device +15,
Perception +14, Sense Motive +12, Stealth +17, Survival +11

Languages Catfolk, Common

SQ cat’s luck, rogue talents (bleeding attack +4, combat trick,
fast stealth, finesse rogue), sprinter, trapfinding +4

Combat Gear potion of invisibility; Other Gear +1 leather

armor, +1 short sword, shortbow with 20 arrows,
>  amulet of natural armor +1, ring of protection +1, key
" to lockbox in A1g

A22. MASTER BATHROOM
(CR 9

This bathroom is large and elaborately

tiled in white and forest green. In addition
to two immaculate porcelain privy seats,
the room contains a standing washbasin
and a claw-foot tub big enough for several
people at once, both with copper spigots and
drains for running water. A large silver mirror
takes up most of the eastern wall.

Creatures: Like the privy in area A8,
the toilet facilities are attended to by tiny
constructs who shepherd offal into the
incinerator via a long tunnel—these
[\ simple constructs, along with countless
other tiny mechanical servitors, scrub
the house and keep things clean. Since
| Berkanin kidnapped the Augur,
s Kanya has grown nervous, and has

ordered the tiny servitors to remain
close and protect her—yet she also
finds the unwavering attention of
their tiny mechanical eyes disturbing, and
thus has instructed them to remain out of
sight. As a result, the swarm waits inside
the privy for an intruder to enter the
bathroom, at which point the constructs
burst forth from the holes and attack.

Though relatively harmless individually,

with their tiny insectlike legs, pinching
manipulators, and spinning brushes and
buffers, the little cleaning bots are surprisingly
effective en masse, acting as a swarm. What’s
more, days spent hiding in the privy rather than
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attending to their normal duties has left them encrusted
with waste, exposing those they damage to filth fever.

Although it is nonintelligent, the cleaning construct
swarm recognizes Kanya, Herifax, and Berkanin—when
other visitors come to the manse, the constructs are
generally locked away in area A23 to keep them from
attacking intruders.

CLEANING CONSTRUCT SWARM CR 4
XP 1,200

N Tiny construct (swarm)

Init +5; Senses darkvision 60 ft., low-light vision; Perception +o
DEFENSE

AC 17, touch 17, flat-footed 12 (+5 Dex, +2 size)

hp 44 (8d10)
Fort +2, Ref +7, Will +2

Defensive Abilities half-damage from piercing and slashing,
swarm traits; Immune construct traits

OFFENSE

Speed 30 ft., climb 20 ft.

Melee swarm (2d6 plus disease and distraction)

Special Attacks disease (filth fever, Fort DC 12), distraction
(DC14)

STATISTICS

Str 5, Dex 21, Con —, Int —, Wis 10, Cha 1

Base Atk +8; CMB —; CMD —

A23. BERKANIN'S WORKSHOP (CR 10)

This large room has walls fifteen feet high, with tall, narrow arches
for windows. The chamber has no roof of its own, and instead the
walls are freestanding, with a five-foot gap between their tops
and the stone of the district’s ceiling. Papers and diagrams cover
the walls and several work benches, and half-finished meals and
pieces of machinery lie in haphazard piles on the floor. Against
the northwestern wall stands a huge metal apparatus, upon
which hangs the limp and bloodied body of a troll.

This is Berkanin’s workshop, and the place he’s been
spending most of his time recently, sleeping in his chair
rather than interrupting his work. When the PCs arrive, he
looks up at them with a disturbingly calm smile and says,
“Ah, more toys! Let’s take you apart and see how you work.”

Creatures: Berkanin Ardoc is a tall, thin man in his early
thirties, with clean-cut good looks and finely tailored,
close-fitting robes festooned with pouches, bandoleers,
and strange, mechanical devices. His chisel of office as
a member of the Ardoc family hangs prominently from
his belt, but perhaps the most unusual thing about him
is the leather harness across his chest that secures a pair
of golden, mechanical wings to his back. As soon as he’s
greeted the PCs, the wings extend with whines and clicks,
and Berkanin flops awkwardly into the air, ready for a fight!

Berkanin is accompanied in this room by a pair of
clockwork soldiers. Like many of the constructs in this
manse, these creatures were constructed by a number of
wizards among the Ardocs working together with secret
techniques, but despite that fact, the soldiers treat Ardoc as
their master and follow his spoken commands to the letter.
Berkanin’s familiar Petey is here as well, unless the PCs
encountered the clockwork familiar earlier and destroyed it.

BERKANIN ARDOC CR 8
XP 4,800
Male human wizard ¢
CN Medium humanoid (human)
Init +3; Senses Perception +1
DEFENSE
AC 20, touch 15, flat-footed 16 (+4 armor, +1 deflection, +3 Dex,

+1 dodge, +1 natural)

hp 85 (9d6+51)

Fort +5, Ref +6, Will +7

OFFENSE

Speed 30 ft., fly 30 ft. (poor)

Melee chisel —1 (1d4-1)

Ranged light crossbow +7 (1d8/19—20)

Special Attacks hand of the apprentice (6/day), metamagic
mastery (1/day)

Wizard Spells Prepared (CL gth; concentration +12)
sth—dominate person (DC 18)
4th—black tentacles (DC 17), empowered scorching ray

3rd—fireball (DC 16), haste, empowered magic missile
2nd—blur, invisibility (2), protection from arrows, web (DC 15)
1st—comprehend languages, feather fall, mage armor, magic
missile (2)
o (at will)—detect magic, mage hand, message, read magic
TACTICS
Before Combat As soon as Berkanin realizes enemies are

approaching, he casts mage armor and protection from
arrows. He uses his wand of false life on himself as well.
During Combat Berkanin uses his lesser wings of flying to
stay aloft and out of melee, occasionally perching on
the top of his walls or window casements. At the start of
combat, he casts invisibility, then keeps moving while he
casts haste and blur the next few rounds. He prefers to
lock down opponents with spells like black tentacles or
web, then hammer them with area of effect spells. He may
also choose the most imposing foe and target her with
dominate, turning her against her party. He commands
Petey to use its acid spit to the greatest effect, and has no
problem sacrificing his familiar to save himself. He has
even less regard for the two clockwork soldiers he keeps
here as bodyguards—they’re difficult to replace, but if
they run interference and make the difference between
him surviving or even just being able to cast a spell
without being disrupted, they’re serving their purpose.
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Morale Berkanin knows that he’s crossed several lines with
his family, and won't bother trying to flee to them if things
get grim. Instead, he begs for his life if brought below

10 hit points. He certainly gives up Augustille if the PCs

ask, but the troll might not be interested in honoring

any surrenders that Berkanin establishes with the PCs.

If spared, Berkanin is willing to give his most valuable

possession—his lesser wings of flying—to the PCs as a bribe
for them to take Augustille and leave him alone.

STATISTICS

Str 8, Dex 16, Con 14, Int 16, Wis 12, Cha 10

Base Atk +4; CMB +3; CMD 18

Feats Combat Casting, Craft Construct, Craft Wondrous Item,
Dodge, Empower Spell, Improved Familiar, Scribe
Scroll, Toughness

Skills Disable Device +12, Fly +11,

| BERKANIN APDOC |

Knowledge (arcana) +15, Knowledge (engineering) +13,
Knowledge (local) +15, Spellcraft +15

Languages Celestial, Common, Elven, Tian

SQ arcane bond (clockwork familiar [Petey])

Combat Gear wand of false life (CL 10th, 7 charges); Other Gear
chisel (improvised weapon), light crossbow with 10 bolts,
amulet of natural armor +1, lesser wings of flying, ring of
protection +1, spell component pouch, spellbook (contains
all spells prepared plus 2d4 more spells of your choice for
each level from 1st to 4th), 81 pp, 123 gp

PETEY CR —
XPo
~ Clockwork familiar (see page 86)
hp 16
B Item Installation (Ex): Petey is currently
4 installed with a wand of magic missile with 23
charges. The construct gains the ability to spit a gobbet
of acid up to 30 feet as a ranged touch attack, dealing 1d4
points of damage. Draining a charge from the wand increases
the damage to 2d4 points for a single attack. The acid
disappears after 1 round.

CLOCKWORK SOLDIERS (2 CR6
XP 2,400 each
hp 64 each (Pathfinder RPG Bestiary 3 57)

Development: Since Augustille is restrained

_ and only partially conscious, he’s presented

; ; separately (see Releasing Augustille, below). If the

PCs release him during the fight with Berkanin,
refer to that section—his tactics remain the same.

ReLeasING AucusTitte (CR 8)
The strange mechanism (and its numerous reinforcing
struts) that restrains Berkanin’s captive troll Augur takes
up almost an entire wall of the workshop. In the center,
Augustille hangs spread-eagled from deep spikes driven
through his wrists and ankles. His stomach is flayed open,
the skin held that way with hooks, and ropes of his innards
and organs are held in front of him by a metal basin that
protrudes from the apparatus on extendable arms. Long
tubes run from painful-looking ports in the troll’s skin to
clear glass alembics and sealed vessels of steel and copper.
Sparks leap sporadically between contact points on the
rack, and a fan of tubes like pipes on an organ rises up to
almost the top of the wall. Several styluses on mechanical
arms scribble on sheaves of paper, while the apparatus as
a whole constantly cuts and tugs and adjusts to offset the
troll’s regeneration, maintaining the tormented creature
in an equilibrium of torture.

This apparatus is Berkanin’s masterpiece: an attempt
to simultaneously enhance the “reception” on the troll’s
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oracular abilities (the tubes are designed to capture

and amplify “divine resonances”) while gauging and
recording the prophecies in hopes of reproducing the
phenomenon mechanically. The whole mechanism is an
incredible work of engineering and art, but so far what
it’s best at is keeping the troll in constant pain.

Creature: Augustille has been hanging on this scholarly
torture device for more than a week, and though Berkanin
has fed him, the arcanist refuses to let the troll’s wounds
heal completely via his natural regeneration. Furthermore,
he’s attempted to facilitate the troll’s predictions by feeding
him a blend of powerful psychoactive drugs that leave
Augustille confused and hallucinating, his regeneration
and the tugging of the machines keeping him at 100 hit
points (the machine is effectively doing a constant 5 points
of damage per round to him at this point). If the PCs
attempt to talk to him, he’s unresponsive save for muttered
ravings. As long as he’s attached to the device, he speaks
and understands only Aklo—if the PCs can communicate
with him and succeed at a DC 32 Diplomacy check or a DC
24 Intimidate check, they can break through his madness
and restore rational thinking for 1d4 rounds. Restoration,
heal, or a more powerful similar effect can immediately
cure his madness (although if he’s not released from the
contraption within 8 hours, he reverts back to insanity).
Charm and compulsion effects can get him to remain
calm as well, but only as long as the effect lasts.

If Augustille is released while still under the throes of his
insanity, the sudden freedom allows his regeneration and
triggers something in his brain, and he immediately begins
howling and attacking anyone in the room, screaming
gibberish as well as occasional questions in Aklo, such as
“Who are you?” and “Who am I?” He immediately attacks
the party, focusing on physical attacks and attacking the
nearest foe each round. If he’s knocked unconscious, he
stabilizes mentally as soon as he wakes—otherwise, it
takes 2d4 hours for the drugs and hallucinations to work
their way out of his system. Augustille can’t travel far from
the Manse in this condition, so the PCs could simply hang
back and wait for him to recover naturally if they wish.

AUGUSTILLE CR8
XP 4,800
hp currently 100 (see page 54)

Treasure: Berkanin’s apparatus itself is worth little, as
it only barely works as anything other than a torture rack.
Stacked at the machine’s foot are several hundred pages of
Augustille’s ravings and moanings, dutifully recorded by
the machine. Though all of it is nonsense—the machine’s
attempt to phonetically spell out the troll’s screams of
pain and frustration—the Augurs will pay 2,000 gp for the
documents, if only to ensure that they never see the light

of day. In addition, players who search the machine and
make a successful DC 20 Perception check discover a sticky
hunk of incense of meditation lying unburned in a censer—
Berkanin hadn’t yet gotten around to experimenting with
its effects on Augustille.

RETURNING AUGUSTILLE

Once the PCs subdue Augustille or allow the drugs to leave
his system, he is exceptionally thankful and apologetic.
Augustille is a cultured troll, though with a haunted look
in his eyes and a tendency to stare off'into space or break
off mid-sentence as mystic visions take hold of him. He
does everything he can to assist the PCs in safely leaving
the manor and returning to his people at the Augur
Temple in Downmarket.

Vargun and the rest of the Augurs are ecstatic to see their
friend alive, and walk quickly down to meet him and the
PCs at the steps of their white, columned temple. In return
for this aid, Vargun has already employed her network to
discover a promising lead regarding the lost shard of the
Sihedron. Before she can relate it, however, the crowd of
trolls steps back as Augustille falls to the ground in the
grips of what looks like a seizure, his back arched and lips
frothing. In a hoarse bellow, he cries out the following
prophecy in Aklo (which Vargun promptly translates if
none of the PCs can speak the language).

The owl will seek but will not find,
but spire of knowledge pays in kind
in secret kept in secret keep

in forest dark and cavern deep.

The abbey of the glutton moon

will flow with blood, the wind in tune
to finish that bequn before

and open wide the doomsday door.

The shattered star with seven shards
for seven lords with seven swords
the queen of blue in distant skies
will kindle new the ancient wars.

The seas will rise and men will drown
And what was lost shall claim the crown.

When Augustille is finished, his body relaxes and he
returns to his senses. The other Augurs nod sagely and
help him up, leading him into the temple. Vargun informs
the PCs that they've witnessed a genuine prophecy, and
that she suspects this one is for them.

Using the Prophecy: Augustille’s prophecy is indeed
true, and foreshadows events still to come in the Adventure
Path. The first stanza refers to the present adventure—the
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owl is the Council of Truth, the Spire of Knowledge is the
Therassic Spire, and the last two lines refer to the Black
Keep at the center of the Dark Forest. The second stanza
foreshadows events in the next adventure, “Beyond the
Doomsday Door,” in which Windsong Abbey is revealed to
be located above an older shrine to Groetus (“the glutton
moon”). The third stanza refers to the seven runelords and
their legendary swords of sin, as well as the blue dragon
Cadrilkasta who also searches for the Shattered Star and
is encountered in the fifth adventure. The last couplet
refers to the tsunami caused by the rise of Xin’s former
capital in the final adventure. What the PCs have no way
of knowing now is that their future selves may well be the
cause of this strange couplet. Augustille has received this
message from the future and relates it to the PCs in the
form of convoluted, cryptic clues. (See the last adventure
in the Shattered Star Adventure Path, “The Dead Heart of
Xin,” for more details.)

GMs are free to explain as much or as little of the
prophecy as they see fit, whether through Vargun or PC
Knowledge checks, though certain elements like the
Shattered Star and the seven lords should be easy allusions
for PCs to figure out. By introducing the prophecy now,
the GM can make later events feel that much more epic
when they finally come to pass—but it’s a fine line between
ominous foreshadowing and spoilers!

Regardless of how much the PCs puzzle out on their
own, Vargun is positive that the prophecy is a true one—
because, as she explains, the first two lines match the
information she was about to give them as their reward.

Story Award: If the PCs return Augustille to the Augurs
alive, award them 9,600 XP.

PART THREE: THE UNDERCITY
While the PCs were rescuing Augustille, Vargun was
putting together some pieces of information that have
been puzzling her of late. The word on the street is that the
Council of Truth—a powerful order of scholars, engineers,
and arcanists that vanished without a trace many years
ago—has either returned or has been reformed, and
people have been seeing the Council’s wide-eyed owl sigil
showing up in strange places. Now the Therassic Spire
has shut its doors—an unheard-of event for the great
institution—and isolated itself from communication with
the outside world. Realizing the two might be connected,
Vargun called in some favors, and was able to discover that
the two organizations have quietly put together a team
of adventurers to illegally enter the Undercity in search
of a powerful artifact—something they refer to as “the
Runelord’s Shard.”

Once the PCs have had a chance to rest up (or sooner,
if they insist), the troll takes them to pay a visit to the
ancient library.

THE THERASSIC SPIRE

Often called simply the Great Library, the Therassic Spire
is believed by many to be the oldest repository of written
knowledge in Varisia. A circular tower eight stories tall,
the structure is rumored to extend an equal number of
stories belowground. The librarians who run it are a
reclusive sect that lives within its walls, and part of the
library’s fame comes from the fact that all knowledge is
welcome, no matter how trivial, dangerous, or profane—
though finding it in the twisting, bizarrely organized
stacks is another matter entirely.

When Vargun and the PCs approach, the huge iron-
bound doors of the library are shut tight, a small,
meticulously lettered sign announcing that the library is
closed until further notice. Vargun ignores it and pounds
on the door with a meaty fist, keeping it up for a full
minute. At last, a panel in the doors slides open, and a pair
of beady eyes stare out through ornate metal grillwork. “If
you can’t read the sign,” a prim voice says, “then there’s
nothing in here for you anyway.”

Vargun lets the PCs take the lead in the conversation.
The librarian does her best to heap abuse on them, but as
soon as someone mentions the Shattered Star, the Sihedron
or the Council of Truth (which Vargun does if the PCs
don’t), the eyes behind the grating go wide, and then the
door cracks open. A hunched human woman in red robes
ushers them inside quickly, closing and barring the doors
behind them.

THE FAiLED MiSSION

The librarian’s name is Koifa (N female old human expert
12). Once she has asked enough pointed questions to ensure
that the PCs actually know what they’re talking about, she
sighs irritably and explains the library’s situation.

Unbeknownst to most people, the librarians of the
Therassic Spire are not the first scholars to take up
residence in Kaer Maga, nor are they the best. Far below
them, in a subterranean realm called Xavorax, dwells a
race of extraplanar researchers and historians known as
the caulborn. Much like the giant monument-city itself,
the caulborn predate the empire of Thassilon, and even
served the runelords for generations before finally being
driven below the surface by the calamities of Earthfall.

In recent years, the librarians of the Therassic Spire have
occasionally made telepathic contact with the caulborn in
order to answer specific esoteric questions, though always
at a price. (Koifa attempts to brush past the matter, but if
pressed, she reveals that the caulborn consume thoughts
and memories, and that their payments always take this
form.) Weeks ago, however, the caulborn contacted the
librarians directly, offering to help the surface-dwellers
recover an artifact of great power—a shard of Xin’s great
Sihedron—from another legendary realm below the city
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called the Dark Forest. In doing so, the caulborn revealed

to the librarians something none of the scholars knew:
that their own tower contained a secret door, hidden for
thousands of years, which leads down into a hitherto
undiscovered portion of the Undercity that contained one
of Karzoug’s many workshops. The caulborn informed the
librarians that if they could send a band of adventurers
or mercenaries to meet emissaries from Xavorax in “the
chamber of the black menhir, beyond the River of Memory,”
the caulborn would aid that band, using the black menhir to
transport the adventurers to the heart of the Dark Forest,
where the blind creatures’ research has indicated the
Shattered Star fragment rests.

Ever enigmatic in their ways, the caulborn had little
more to say on the topic, but what they had said was
enough. Greedy for the chance to study the item and
chronicle its recovery, the scholars agreed, and under the
pretense of resurrecting the great Council of Truth, the
librarians recruited an adventuring party to travel into the
hidden dungeon below to meet the caulborn emissaries.
The entire endeavor—to send the recovery team down
through the lost workshop to the meeting point with the
caulborn, then into the Dark Forest for a quick snatch-
and-grab—was supposed to take only a few days at most.

Yet something has gone wrong, and the team hasn’t
returned, nor has it apparently reached the rendezvous
with the caulborn. Fearful of what they may have awoken
in the city’s depths, the librarians set up a constant guard
around the secret door, and dare not let anyone into the
library for fear that visitors might notice something amiss
and contact the Duskwardens. (The whole operation is
highly taboo, as unauthorized expeditions into the city’s
depths put the whole populace at risk of increased monster
activity, and the library wants to avoid responsibility for
any death or damage their hubris may cause.)

At this point, Koifa really just wants the whole problem
to go away. She fears a possible scandal, and is desperate
for someone competent to fix whatever’s gone wrong. The
PCs give her hope—if they can delve into the chambers
beyond the secret door, find out what happened to the team
the librarians sent down there, ensure that the caulborn
emissaries haven't been harmed or otherwise betrayed,
and then continue the mission to retrieve the fragment
from the Dark Forest, she agrees to let them keep whatever
treasures they find in the chambers below, including the
so-called Runelord’s Shard. Opportunistic or greedy PCs
can certainly pressure Koifa for a more significant reward
in return for their aid and silence on the matter. This
makes the librarian snarl in frustration, but she’s willing
and able to offer the PCs a reward of 4,000 gp if they can
handle the problem with stealth and speed.

Assuming the PCs agree, Koifa gives them whatever
time they need to make preparations (including searching

SIBE QUEST: FATE OF THE rIRST
EXPEDITiON
Before the PCs leave for the Therassic Workshop, Koifa
gives them a list of the adventurers that comprised the
first, and now missing, expedition: a female human monk
named Hasari, a male halfling rogue named Perotus, a
male gnome bloatmage named Luonim the Vast, and a
female dark naga named Silasni. Koifa would like to learn
what happened to all four of these mercenaries, and would
like to have their bodies returned to her care so she can
at least see that they’re returned to their people for burial.
Koifa knows the ways of adventuring and does not press
the matter if some of these bodies return missing pieces
of their equipment.

For each body returned to Koifa (provided the body
is recognizable as the missing adventurer in question),
the librarian promises to pay 1,000 gp. For each living
mercenary returned safe and sound, this reward doubles
to 2,000 gp per rescue. Likewise, returning a dead
adventurer earns the PCs a 2,400 XP award, but returning

a living one doubles that to a 4,800 XP award.

through the library’s stacks for new spells or other
information—what they may find and how long it takes are
left up to GM discretion), then takes them down through
several cramped, tome-filled levels to the secret door.

THE THERASSIC WORKSHOP

The dungeons connected to the Therassic Spire—
presumably positioned here for convenient access to the
library—have been sealed for millennia, and thus the
librarians’ adventuring party has left clear trails in the
dust. The dungeons themselves, however, are connected to
deeper regions in the Undercity via a tunnel from area Bis,
so the chambers are far from deserted. Unless otherwise
stated, the dungeon is unlit, all ceilings are 10 feet high,
and doors are made from strong wood magically preserved
against decay.

Note that many of the guardians in the workshop are
bound to the rooms they inhabit, and thus are unlikely
to venture into other areas even if they hear fighting.
These binding spells function at CL 20th, and as with all
binding spells, they can only be removed with antimagic
or a mage’s disjunction.

B1. BARRICADE

The maze of cluttered bookshelves has been cleared away
from the wall in this deep storeroom far under the Spire’s
ground floor. In its place, several wooden reading tables have
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been overturned and stacked to create a curved barricade
surrounding a portion of the stone wall. A lighter patch shows
where a tapestry once hung—now crumpled and forgotten
on a nearby shelf—and a stone door, so perfectly made that it
would be almost invisible when shut, hangs slightly ajar.

A full dozen librarians—old and strangely stunted
humanoids of various races, all in red robes—sit on cushions
and chairs around the barricade, keeping watch against
anything that might come through the door. Several have
wands or staves close at hand. No one makes any protests
when Koifa explains the situation, nor does anyone try
to stop the PCs from clambering over the barricade and
passing through the door. If Vargun is still with the PCs,
she leaves them here, wishing them luck and telling them to
send word to the Augur Temple if they survive.

B2. PAssAGE

This long stone hallway is only 5 feet wide, and curves
frequently as it leads steadily downward, at times turning
into a staircase. The passage extends for hundreds of feet
before finally reaching a stone door similar to the one in
the spire, hanging open and leading into area B3. The
secret door is very well hidden when closed (Perception

DC 35 to notice), but Koifa can show the PCs the door when
they reach this area. She goes no farther into the dungeons
than this passage.

B3. ResearcH AssiSTANT (CR 8)

This chamber is bare save for a single ornate, high-backed
wooden chair against the wall. In the room’s center, a head-
sized blob of condensed purple fluid slowly pulses and warps,
like a drop of heavy oil suspended underwater.

This room was built by Runelord Karzoug to help him
conduct his magical research (although he had help in
building the research assistant trap within from allied
spellcasters capable of incorporating the enchantment
effects into the defenses). In addition to having the blob act
as a sort of automatic secretary, recording whatever new facts
he told it in a far-off hidden library, the magical servitor
also has the power to fetch information on command—
though Karzoug was careful to install some safeguards in
case his underlings succumbed to temptation.

Trap: When the PCs first enter the room, the blob pulses
and a pleasant female voice asks them (in Thassilonian),
“Please state your query.” If a PC responds with a question,
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that PC must immediately make a DC 22 Will save. If the
save is successful, the blob responds with a short answer to

the question—treat this as the blob making a Knowledge
check with a +20 bonus (in which case it answers with a
single sentence). Simply speaking the word “disarm” in
Thassilonian causes the trap to deactivate for 10 minutes.
If the PC’s save is unsuccessful, if the PC asks a question in
any language other than Thassilonian, or if no one asks any
question at all, the blob instantly reshapes itselfinto an arcane
rune that acts as one of four symbols. The symbols cycle
through their four effects each time the trap is triggered—it
is currently set to trigger a symbol of weakness. The symbol
disappears after 1 round, reforming into a sphere of purple
fluid that once again activates in 2 rounds if anyone remains
in the room, asking for a query once more.
RESEARCH ASSISTANT CRog
XP 6,400
Type magical; Perception DC 33; Disable Device DC 33
EFFECTS
Trigger question; Reset automatic (after a 2 round delay);

Bypass speak the word “disarm” in Thassilonian

Effect spell effect (symbol of weakness; Fort DC 20 negates);
if the trap is triggered multiple times, it cycles through the
following symbols in order, restarting the pattern with a
symbol of weakness after it finishes this progression: symbol
of fear (Fort DC 19 negates), symbol of pain (Fort DC 18
negates), symbol of insanity (Will DC 21 negates)

Development: The emissaries from the would-be
“Council of Truth” were undone almost immediately by
this room. As soon as they discovered the blob, Luonim
the Vast asked, “What the hell is that?”, failed his save,
and subjected all of them to the symbol of insanity (with
more interesting effects than simple confusion—see the
specific areas following for how each team member was
affected). Several of the members failed their saves, and
the former team is now scattered throughout the dungeon
in various states of lucidity. Marks on the floor and a few
fresh bloodstains suggest there was a scuffle here.

B4. SummoNING CHAmBER (CR 10)

Dusty, decomposing red drapes hang from this room’s ceiling,
and tall iron candle holders stand in each of the chamber’s
corners. Inlaid into the floor in wide, iridescent lines is a circle
of runes, its center filled by a seven-pointed star.

The design on the floor is a powerful summoning
circle. Anyone who prepares conjuration spells while
sitting in its center may treat each conjuration spell as if it
were enhanced by an Extend Spell metamagic feat without
increasing the spell’s level. Though spells prepared in this

manner can be saved and cast later, the benefit disappears
completely the next time the caster prepares spells, even if
the caster never used the enhanced versions. A successful
DC 30 Spellcraft check made as if to identify a magic item
reveals the summoning circle’s power.

Creature: The disembodied head of a long imprisoned
couatl floats in the center of this room, weeping multicolored
tears. Its name is Tsikinal, and it’s been bound to this room
for millennia, kept from doing good works and forced to
protect this particular portion of Karzoug’s workshop.
The binding spell that holds Tsikinal in place here is a
metamorphosis variant—as soon as any intruders (set by the
spell’s magic to mean anyone who isn't obviously wearing
robes of the Therassic order) enter, the binding temporarily
fades, forcing the couatl to attack the intruders. Interestingly,
if one of the PCs appears as Runelord Sorshen (because of
being resurrected in her clone in “Curse of the Lady’s Light”),
the couatl is free to ignore the compulsion to attack—even
once it learns that the woman who appears to be Sorshen is
someone else in her body.

When the PCs enter, the couatl ceases its weeping long
enough to gasp out, “I'm so sorry, my friends,” in Celestial
before it manifests in the flesh to attack, blasting them
with a scorching ray. Tsikinal clearly hates what it’s doing,
but has no choice in the matter—its only comfort is that if’
the PCs leave the room, its binding won'’t allow it to follow
them. Otherwise, the couatl fights to the death.

XP 9,600

Couatl (Pathfinder RPG Bestiary 49)
hp 126

Development: There are two methods by which Tsikinal
may be freed from its bondage. First, it can be freed with
an antimagic field or mage’s disjunction, but both of these
solutions are likely out of the PCs’ reach. Tsikinal knows the
effect can also be ended if a powerful Thassilonian artifact is
pressed against the center of the summoning circle while the
phrase “By the power of Thassilon, I release you!” is uttered.
Karzoug included this escape clause to aid in making the
binding spell more potent, but assumed (incorrectly) that
only a runelord would possess artifact-level items. Any of
the Shattered Star shards work to aid in Tsikinal’s release in
this manner. Of course, unless the PCs bypass the command
to attack by appearing as a Therassic monk (perhaps using
one of the ancient robes in storage in area Bs) or as Runelord
Sorshen, they’ll need to use mind-controlling magic to
seize control of the couatl while it fights them to allow it the
chance to reveal this information.

If the PCs free the couatl instead of killing it, Tsikinal
thanks them profusely and rewards them with 1d4 of its
brilliant feathers, which can be used to conjure the couatl at
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alater date if used with a planar ally spell. If the PCs are eager
to learn more about life during Thassilonian times, they are
disappointed, since Tsikinal spent all of'its time imprisoned
here—further, it was trapped over 10,000 years ago, and
even though it was shielded from the ravages of time by the
binding spell, that’s a long time to remember fine details.

Story Award: If the PCs manage to release Tsikinal
rather than killing it, award them experience as if they
had defeated the couatl in combat as well as an additional
4,800 XP.

Bs. DissecTioN Room (CR 9)

This chamber contains several grooved stone tables of various
sizes, and the floor slopes gradually toward several large drains.
The ceiling is obscured by what appears to be a woven mesh of
spiked metal chains suspended eight feet overhead, while a few
gray robes and cloaks still hang on the wall to the east of the door.

Some of Karzoug’s more gruesome experiments involved
carefully taking creatures apart or combining them in
unique ways, and he sometimes found it useful to have
assistants specialized in such matters. Toward this end, he
summoned a trio of kytons and bound them in this chamber.

Creatures: Nili, Nezi, and Nahi, the self-proclaimed Sisters
of Torment, have been trapped in this chamber for millennia.
Though they once enjoyed their roles as artistic butchers for
the runelord, the lack of entertainment since then has left
the beautiful outsiders bored to tears. When PCs enter, the
kytons greet them warmly and enthusiastically, then call
down their chains to flay and eviscerate the newcomers.

The ceiling of this room is a grid of long spiked chains
secured to the ceiling every 5 feet, ensuring that the sisters
can jointly bring their maximum number of chain attacks
to bear on any given square. Chains not in use are left next
to the ceiling to increase visibility, only snaking downward
when commanded to attack. The sisters fight to the death.

SISTERS OF TORMENT CR 6
XP 2,400 each

Kytons (Pathfinder RPG Bestiary 185)
hp 60 each

Treasure: The cloaks and robes that hang on pegs nearby
are magical, remnants of the Therassic order that once
dwelled here. These items (two cloaks of protection +2 and a
monk’s robe) are still functional (although covered with a thick
layer of dust), and can be used to calm the couatl in area Bg.

B6. TrHe Orrery (CR 9)

Almost every angle in this roughly circular chamber is smooth
and curved. Though its walls and 20-foot-high ceiling are flat,

the flat planes all curl to meet each other—even the doors are
curved, making a total lack of hard edges or corners, save for
two broken sections on the western and eastern walls where
long cracks have marred the perfect surface.

In the center of the room rests an elaborate clockwork
construct of spheres. At its heart is a barrel-sized representation
of the sun, while around it, metal struts suspend much smaller
metal balls. Just north of it, a smooth four-foot-tall podium rises

like a stalagmite, its top bearing a small brass wheel and a lever.

A successful DC 15 Knowledge (arcana, geography,
or nature) is enough to recognize the apparatus in the
center as an orrery, a model of Golarion’s solar system. A
successful DC 20 check with any of those skills is enough
to recognize that, though the celestial bodies are not to
scale, their positions represent their relative positions in
their orbits for the current date.

This entire room is a powerful magical artifact that was
once used by Karzoug to experiment with the manipulation
of time, and exudes a strong aura of transmutation.
Manipulating the spheres by hand does nothing, nor does
turning the wheel on its own. Once the lever is pushed,
however, any planets that have been moved snap back
into their current-date positions, and hidden projectors
transform the walls, ceiling, and floor into a panoramic
view of Kaer Maga and its surroundings, as seen from several
hundred feet in the air. The illusion is picture-perfect, with
the PCs, podium, and orrery appearing to float in midair,
though PCs can still feel the stone floor beneath their feet
and the walls under their fingers. Only the two long cracks
in the wall remain visible, marring the projection.

The view is a live feed, and though PCs cannot alter
their position or “zoom in,” they may recognize particular
people or locations in the city. If the wheel is turned
counterclockwise, the various celestial bodies move
backward in their orbits, and the projected view changes
accordingly, rewinding backward through time. Turning
the wheel slightly causes the view to rewind slowly, while
turning it all the way causes years to shoot past in seconds.
Turning it clockwise causes years to progress forward at
a similar rate—in this case, living creatures and some
structures become translucent and flicker, representing
the uncertain nature ofthe predictions, with the flickering
spreading to more objects and becoming more erratic the
farther into the future the device attempts to peer.

Unfortunately, the magic controlling the orrery is old
and failing. If the wheel is used to turn the view more than
100 years into the past or more than 1 year into the future, it
becomes stuck and accelerates to the point where centuries
suddenly flash by in eyeblinks, offering only tantalizing
glimpses of events. The entire machine shakes and rattles
foriround, after which it comes apart, explodingin a burst
of whirling metal that causes 6d6 points of bludgeoning
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damage and 6d6 points of piercing damage to everyone
in the room. A successful DC 20 Reflex save halves this
damage. A character in the room who observes the orrery’s
motions while it nears this point of no return can make a
successful DC 25 Spellcraft check to correctly note that the
device is nearing a point of catastrophic failure, allowing
the user a last-second chance to cease rotating the wheel
before it’s too late.

Creatures: Shortly after the wheel is first turned in
either direction (preferably long enough for the PCs to
figure out how the device works), a dark spot appears in
the sky above the city. Over the course of 3 more rounds,
the spot grows steadily larger, until on the last round it
suddenly splits and becomes recognizable as two horrible,
long-limbed quadrupeds with toothy maws and enormous,
alien eyes. The creatures emerge from the illusion (or, if
the PCs have already turned off the machine, from one of

the long cracks in the walls) and attack.

These are hounds of Tindalos, strange entities from
beyond reality that dwell upon the angles of time. They

became interested in the powerful temporal magics in
this room as early as the orrery’s construction, and while
Karzoug kept them at bay by designing this room without
corners specifically so that they would have no angles
by which to enter, the damage done to the walls and the
orrery now render the room open for their visitation once
the device is activated.

The hounds attempt to destroy every creature in the
room, and pursue PCs relentlessly if they flee. Though
most of the room is smooth, the cracks in the easternmost
and westernmost points on the walls allow them to
use their angled entry ability to teleport to the adjacent
squares. Repairing these cracks, either through magic
like stone shape or simply filling or plastering over them,
denies them this ability. The hounds will not leave this
room so long as there are still other creatures present.

HouNDs oF TINDALOS (2 CR7
XP 3,200 each
hp 85 each (Pathfinder RPG Bestiary 2 158)
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B7. Tue Hive CCR 9) DEFENSE

AC 20, touch 18, flat-footed 17 (+2 armor, +2 Dex, +1 dodge,

The walls and ceiling of this stone chamber are partially covered +1 monk, +4 Wis)
in a strange, organic-looking honeycomb of papery material, as hp 48 (6d8++18)
are several long workbenches. Fort +6, Ref +7, Will +9; +2 vs. enchantment
Defensive Abilities evasion; Immune disease
This ancient workshop has been taken over by a body- Weaknesses insane (psychosis)

snatching monstrosity—a hellwasp swarm, escaped OFFENSE
22 Speed 50 ft.
Melee flurry of blows +6/+6/+1 (1d8+1) or

from captivity in ages past and trapped here until

the Council’s scouting party opened the door,
at which point it attacked and killed one
of their members, the halfling Perotus.

unarmed strike +7 (1d8+1)
Special Attacks flurry of blows, stunning fist
(6/day, DC 17)
TACTICS
During Combat Hasari uses her flurry of
blows and ki strikes to full advantage, while
also using her ki pool every round to gain

It has since infested his corpse, and uses

its limited wit to whisper to Hasari, the

halfling’s grief-maddened wife.
Creatures: On the far side of the room,
a woman with her lips stitched shut
kneels over the still body of a halfling
man, making a wordless keening

a +4 dodge AC bonus, as well as using ki to
increase her speed as needed.

noise. The woman is Hasari, a former
member of the Brothers of the Seal.
Hasari grew up among Kaer Maga’s

Morale Driven insane by magic and the
death of her partner, Hasari fights to
the death.
STATISTICS

Sweettalkers, a group whose members

believe themselves to be unworthy Str 13, Dex 14, Con 12, Int 10,
Wis 18, Cha 8
Base Atk +4; CMB +7; CMD 23

Feats Combat Reflexes, Deflect Arrows,

of speech and thus sew their own
mouths shut. She later joined the
Brothers of the Seal and trained

with them for many years, leaving BASAR] Dodge, Improved Initiative, Improved
the society only when she fell in love with the Unarmed Strike, Stunning Fist, Toughness, Weapon
halfling scholar Perotus, a relationship somewhat Finesse, Weapon Focus (unarmed strike)
taboo even in Kaer Maga. Both Hasari’s Sweettalker and Skills Acrobatics +11 (+17 when jumping), Bluff -1 (+9 to hide
Brothers of the Seal ties are recognizable with a successful insanity), Climb +10, Knowledge (history) +7, Knowledge
DC 12 Knowledge (local) check. (local) +4, Perception +13, Stealth +9

Already afflicted by the slow insanity of area Bj3, Languages Common
Hasari lost her mind completely upon Perotus’s death SQ fast movement, high jump, ki pool (7 points, magic),
and infestation. Unable to tear her from the halfling’s maneuver training, purity of body, slow fall 30 ft., still mind
corpse, the rest of her party was ultimately forced to leave Gear bracers of armor +2, elixir of truth, 150 gp
her behind. Since then, the swarm has been whispering
to her, and she’s come to believe that Perotus’s spirit has HELLWASP SWARM CR 8
simply taken a new, insectile form. When the PCs enter, she XP 4,800

immediately attacks, whistling her rage through stitched hp 9o (Pathfinder RPG Bestiary 3 146)
lips, while the hellwasp swarm issues droning commands

for her to protect her husband. Once Hasari is defeated, or Treasure: Perotus was a scholarly rogue, and carries
once any attempt to harm or even approach the twitching, several annotated volumes of Thassilonian lore, with tabs
crawling halfling corpse is made, the hellwasps swarm up and bookmarks conveniently placed for information that
out of the animated halfling’s body, leaving it a dead corpse might pertain to Kaer Maga’s Undercity. These books
on the ground while they attack the PCs. grant a +2 circumstance bonus on any Knowledge (history)
check related to Kaer Maga, Karzoug, or the Dark Forest.

HAsARI CR5 The collection weighs 10 pounds and is worth 400 gp to the
XP 1,600 librarians in the Therassic Spire. His body still wears his
Female human monk 6 studded leather armor +3 and his boots of striding and springing.
CE Medium humanoid (human) Development: The insanity that affects Hasari has
Init +6; Senses Perception +13 transformed her into a seething ball of hatred for all other
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forms of life—among other things, this has resulted in
her alignment shifting to chaotic evil. If the PCs manage
to defeat her without killing her, she could in theory be
cured of her madness (thus restoring her to her proper
lawful neutral alignment) using powerful magic like
greater restoration or heal. Even simply capturing her alive
and delivering her back to her people above in Kaer Maga
is enough to save her from her madness.

Story Award: If the PCs manage to rescue Hasari and
see that she’s returned (alive) to her people, grant them
6,400 XP.

B8. TesTing CHAmBER (CR 9D

The floor of this large chamber is covered with sand and littered
with weapons and pieces of armor. Halfway up the eastern wall
is a small balcony with a railing and a single ornate chair, like
a box seat at a theater. A small, empty metal cage hangs by a
chain from the ceiling, just a few feet below the twenty-foot-
high ceiling.

Karzoug sometimes used this chamber to test his latest
creations or acquisitions against each other, having them
fight each other in the room proper while he watched from
the balcony seat.

Creature: This room has recently become the den of a
strange creature from deeper under Kaer Maga—a horrible
ooze that takes the shape of a brain with two long, slimy
tentacles. The caulborn regard brain oozes as particularly
hideous creatures, disgusted by the oozes’ careless, sloppy
ravening as they feed upon the thoughts of living creatures.
This particular brain ooze fled up into the Therassic
Workshop after being pursued here by several caulborn. The
horrid ooze has spent many weeks nestling on the throne
here, entertaining itself with and periodically feeding upon
the thoughts of the two gibbering mouthers it has charmed
and keeps here as guardians and playthings.

When PCs arrive, the brain ooze telepathically orders its
pet gibbering mouthers to attack the PCs, while it hangs
back and uses its mind-controlling spell-like abilities to
try to force the PCs to fight each other for its own twisted
entertainment. The brain ooze isn't particularly fond
of the flavor and content of the memories it has been
feeding on from the gibbering mouthers, and is looking
forward to consuming the PCs’ thoughts.

BrRAIN Oo0zE L
XP 3,200
hp 75 (Pathfinder RPG Bestiary 3 43)

GIBBERING MOUTHERS (2 CRjs

XP 1,600 each
hp 46 each (Pathfinder RPG Bestiary 153)
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Treasure: The various weapons and pieces of armor lying

on the floor are almost uniformly rusted and worthless. A
successful DC 20 Perception check, however, reveals a +1 = RN
seeking light crossbow lying in a corner, along with a jumbled

pile of 10 +1 human bane bolts. 5

Bo. CenTriFuGE (CR 9) st

This chamber is a squat cylinder with perfectly smooth walls,
ceilings, and floors. In the center rises a stepped dais like a five-
foot-high ziggurat, with a flat platform on its top.

This room is an enormous centrifuge, created by Karzoug

for a series of arcane experiments and then promptly ! ity
abandoned. The machinery governing it still works, however, '
and if the lever at the top of the ziggurat is pulled, gears
beneath the room scream into life and the whole room begins
spinning clockwise around the dais, remaining horizontal.
Each round, the spinning room makes a bull rush attempt
(with a +15 CMB) against all creatures standing anywhere but
on the center of the room’s stable platform. Flying creatures
are not affected. While the room is spinning, the three i
openings in the walls align with the exits only fleetingly— 3
passing through one of these exits requires a successful DC f
20 Reflex save. If the save is failed, the character is crushed
by the moving walls, takes 8d6 points of bludgeoning
damage, and is knocked prone in the square in which he was
attempting to exit. Pulling the lever again stops the rotation.
(Note that, since the whole room is rotating, there’s no need to
simulate the rotation by moving figures on the map—from
the PCs’ perspective, the only effect is a strong, unseen force
seeming to push them toward the wall.)

Creature: Luonim the Vast, a grotesquely fat gnome A\
bloatmage (a sorcerer who enhances his magic by bloating :
his body with extra blood) who signed on with the
“Council of Truth” adventuring group as heavy artillery,
has taken up residence in this room. Driven mad by the |
trap in area B3, he has become convinced that his “magic eyt _.:
lever” controls not just the spinning of the room, but the 0
spinning of Golarion itself. As soon as anyone enters the R
room, he begins shouting his own praises, waiting until
as many intruders as possible are in the room before he

st

throws the lever and starts the room spinning.

LUONIM THE VAsT CRg _f =
XP 6,400 :

Male gnome sorcerer 6/bloatmage 4 (Pathfinder Campaign

Setting: City of Strangers 60) :

CN Small humanoid (gnome)

Init +0; Senses low-light vision; Perception +4 A "i“?d :
DEFENSE
AC 22, touch 12, flat-footed 22 (+4 armor, +1 deflection, +2 natural, e

+4 shield, +1 size)



hp 91 (10d6+56)
Fort +7, Ref +3, Will +9; +2 vs. illusions

Defensive Abilities corpulence
Weaknesses hemophilia

OFFENSE

Speed 15 ft.
Melee mwk dagger +5 (1d3—2/19—20)
Gnome Spell-Like Abilities (CL 10th; concentration +14)

speak with animals
Bloodline Spell-Like Abilities (CL 10th; concentration +14)
7/day—laughing touch
Sorcerer Spells Known (CL 10th; concentration +14)

sth (3/day)—cone of cold (DC 22)

4th (6/day)—fire shield, poison (DC 18), shout (DC 21)

3rd (7/day)—deep slumber (DC 21), fireball (DC 20), fly,
summon monster 11

2nd (7/day)—flaming sphere (DC 19), glitterdust (DC 16),
hideous laughter (DC 20), invisibility, web (DC 16)

1st (7/day)—burning hands (DC 18), comprehend languages,
entangle (DC 15), identify, mage
armor, magic missile b

Y ) M op et B
(DC 14), detect magic, " '
light, mage hand, message,
prestidigitation, 7.4
read magic, ‘
resistance ‘_ \:\ v ‘ ’ “

Bloodline ]

fey N

.

-

£
LUONIM THE VAST |

1/day—dancing lights, ghost sound (DC 14), prestidigitation,
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TACTICS

Before Combat Luonim casts mage armor at the start of each
day, using a point from his blood pool that he then regains
by applying his fortifying leeches. He uses a charge from his
wand of shield as soon as he fears combat is nearing.

During Combat The gnome bloatmage starts combat by
casting invisibility using 2 points from his blood pool,
then casts fly to move about the room while the PCs deal
with the centrifuge. While invisible, he casts fire shield on
himself, then casts summon monster I/ spells for a few
more rounds to summon lantern archons to harass the
PCs. Once he’s confident the PCs have their hands full,
he begins hammering the PCs with shouts, fireballs, and
cones of cold. He makes use of his blood pool each round to
maximize his spells available.

Morale Luonim is out of his mind, and fights to the death.

STATISTICS

Str 6, Dex 10, Con 18, Int 12, Wis 14, Cha 18 -

Base Atk +5; CMB +2; CMD 13

Feats Bloatmage Initiate, Combat Casting, Empower Spell,

Eschew Materials, Spell Focus (evocation), Toughness
Skills Craft (alchemy) +9, Knowledge (arcana) +11, Knowledge
(history) +4, Knowledge (local) +4, Linguistics +3,
Perception +4, Spellcraft +14
Languages Common, Draconic, Dwarven, Gnome,
Sylvan, Thassilonian
SQ bloat (2/day, 4), blood pool, bloodline arcana (+2 DC for
compulsion spells), woodland stride
Combat Gear potions of cure moderate wounds (3),
wand of shield (CL 10th, 11 charges); Other
Gear masterwork dagger, amulet of
natural armor +1, fortifying leeches, ring
of protection +1, spell component pouch
SPECIAL ABILITIES : i
Bloat (Su) Luonim can exert himself as
a free action to gain 1d6 blood points
twice per day (see Blood Pool, below).
Bloatmage Initiate By undergoing elaborate
rituals and gruesome rites to increase the amount of blood
in his body, Luonim can draw upon additional magical

=
> Sh
. \

reserves. This feat allows Luonim to cast evocation spells at

o 1]

+1 caster level, but the resulting bloating encumbers him
as if he had a medium load.
Blood Pool (Su) Luonim has 4 blood points, representing
his capacity to draw upon excess blood in his body to
fuel his sorcerous magic. He can spend blood points g
at the time of casting to cast a spell without using that
spell’s spell slot. Retaining a spell slot in this manner
costs a number of blood points equal to the spell’s level.
Luonim can push himself via his bloat ability in order
to gain a number of extra blood points, but such
exertion is a dangerous gamble. If his
current number of blood points is

-




]

greater than 4 blood points but less than or equal to 8 blood
points, he gains the sickened condition. If he exceeds 8 blood
points, he immediately flies into a homicidal rage, striking
out randomly with his most damaging attacks and abilities at
friends and foes alike for 1d6 rounds or until his blood points
are reduced to o (whichever comes first). At the end of the
rage, his blood points drop to o and his hit points drop to —1.

Corpulence (Ex) Luonim is so fat that his rolls of blood-laden
flesh grant him a +1 natural armor bonus.

Hemophilia (Ex) Bloatmages are particularly susceptible to
bleed effects, and the DC of any Heal check made to stop
a bleed effect is 5 higher than normal. Anytime Luonim
suffers a wound that causes bleed damage, he loses 1 blood
point, but he does not lose additional blood points for
taking ongoing bleed damage.

Bio. MooN GarDeN (CR 8)

This ceiling of this room seems to be open to the night sky, yet
one that features two moons. Alcoves along the walls appear
to have been barred or glassed-in cages, but all are empty, the
bars bent and glass shattered. The floor of the room is covered
in a twisting carpet of vine-like plants.

This room was once used to study creatures from other
worlds, and succeeding at a DC 30 Knowledge (geography)
check or other appropriate skill check identifies the
unfamiliar starfield as what could be a view from the
green planet Castrovel. The ceiling above is 40 feet high
and features a complex, quite realistic permanent image (CL
15th) of the night sky above this alien planet. The room
itself infuses the chamber with a sustaining magic that
keeps plant life within well fed.

Creature: A 25-foot-tall flowering plant, its trunk bulging
with pulsating pods, looms in the middle of the room.
This is a moonflower, a carnivorous vegetable not native to
Golarion. Its progenitor was accidentally allowed to escape
from its cage, and quickly consumed the room’s other
prisoners—hundreds of years and many generations later,
the latest moonflower scion lies in wait for new prey. As
soon as the PCs enter, the plant attacks.

MOONFLOWER CR8

XP 4,800
hp 104 (Pathfinder RPG Bestiary 2 192)

Bi1. Sun Room (CR 8)

This small, octagonal room blazes with light—each wall is
seemingly made of glass that glows like noonday sun.

This room was used to study the strange light-blending
effects of certain alien entities associated with light, such

as the room’s current occupants. The room is treated as
bright sunlight—iffour of the panels are broken (hardness
1, hp 2), the room is reduced to dim light, and if all are
broken, the onlylight comes from any sources the PCs may
have brought with them.

Creatures: The shimmering light-bending panels on
the wall have an unusual effect on the fey creatures known
as lurkers in light—the extraplanar ripples the panels
send out into the First World attract the fey creatures like
moths to a flame. Just recently, a trio of lurkers in light
sacrificed several prisoners to open a portal from the
Ethereal Plane to this chamber to investigate the room,
only to discover that they'd become trapped in a dungeon
after their portal closed. The lurkers have scouted out
some of the nearby rooms, but the denizens within have,
to date, proven too much for the fey to safely sacrifice to
open a return portal. If the PCs don’t defeat them on their
first pass through this dungeon, though, the three lurkers
finally grow brave enough to move up into the Therassic
Spire above—whereupon they immediately start seeking
out victims to sacrifice so that they can open a portal back
to the First World. The ramifications of this development
are left to you.

LURKERS IN LIGHT (3 CRjs
XP 1,600 each
hp 44 (Pathfinder RPG Bestiary 2 180)

Br2. DROWNING CHAMBER (CR 9D

A pair of large archways provide access to this circular room,
its recessed floor covered in two feet of clear standing water.
Glowing runes adorn the walls just above the water-level. Near
the middle of the room stands a metal cage.

Creature: Karzoug sometimes found it useful to have an
aquatic environment for his experiments, and rather than
leaving one constantly flooded, he captured a grodair, a
species of intelligent, fey fish from the First World. The
grodair is a 7-foot-long, four-eyed fish. Trapped in the
cage, its spines and tentacles sticking out awkwardly
between the bars, the creature has been sustained by the
magic of the room for over 10,000 years, and in that time
has become little more than a living vegetable. On its head
is a curious metal cap, with long wires that trail down and
disappear beneath its body. Through a combination of
magic and technology, Karzoug managed to turn the poor
creature into a half-mindless servitor, programmed to
raise or lower the water level in this room at his command,
as well as to defend it against all others. In addition, the
grodair’s life energy—sustained magically for thousands
of years—is also partially responsible for powering the
magic glyphs and doors of this room.
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The grodair itself is locked into the operation of the

dungeon, and has no free will of its own. The bars of its
cage are a foot apart, offering the creature little protection.
If the PCs kill the grodair or can remove its metal cap (via
asuccessful disarm, sunder, or grapple combat maneuver),
the water in the room immediately vanishes.

GRODAIR

XP 1,600
hp 66 (Pathfinder RPG Bestiary 3 143)

CRg

Trap: As soon as the grodair believes that
it has as many PCs as possible inside the
room, it triggers the trap. Steel doors
slam down from the arches, sealing
the chamber, and the water rises
quickly, flooding the room halfway
inthe firstround, and completely in
the second. In addition, the runes
begin blasting electrical current
through the
everyone touching the water except

water, targeting
for the grodair. The trap itself
governs the electrical discharges,
but the rise in water is controlled
by the grodair—disabling the trap
prevents the electrical damage but
not the room’s flooding. To stop
the flooding, the grodair must be
slain or it must be detached from
its cage.

SHOCKING PooL TRAP
XP 6,400
Type magic; Perception DC 28; Disable
Device DC 28
EFFECTS
Trigger manual; Duration 4 rounds; Reset automatic

(after 1 hour)
Effect electrical shock (4d6 electricity damage per round,
Reflex DC 15 for half damage each round)

Development: If the PCs manage to free the grodair
from its hellish imprisonment by removing its metal
cap without killing it, the creature recovers its senses
after 1d4 rounds of twitching and thrashing. If it still
lives after this, the creature proves to be quite intelligent
and capable of talking in Aquan or Sylvan. If the PCs can
communicate with it, it introduces itself as Hummelgau,
and bears the PCs no ill will even if they attacked it. If
they break the bars to free it from its cage (hardness 10,
hp 30, Break DC 20), Hummelgau thanks them profusely,
and offers to accompany them if they wish (though it

abandons them as soon as it reaches the subterranean

stream in area Bi4). Hummelgau won't fight for the
PCs, but it will use its control water ability upon request.
It’s a naturally jovial creature, though with very little
short-term memory, which sometimes leads it to make
unfortunate decisions (usually involving inopportune
uses of control water).

Story Award: If the PCs release Hummelgau, reward

them with additional experience as if they had defeated
it in battle.

Biz. Rune Door (CR 10)

This small room contains two intricate
black-and-gray mosaics covering the
north and south walls. To the north,
the mosaic shows a curving, forested
valley with a small black castle in
the center, its sky cut off by a great
arch of twining leaves and peering,
childlike faces. The other wall
shows a subterranean city of great
domes, spires, and soaring bridges,
populated by humanoids with no
eyes and two mouths. The eastern
wall is unadorned, and contains
only a heavy metal door whose
face is adorned with an etching of
a seven-pointed star surrounded
by runes. The center of the star is
a polished seven-sided polygon of
shiny onyx.

A PC who succeeds at a DC 30
Knowledge (local) check identifies the

RUNE DGOR l valley depicted to the north as the legendary
realm called the Dark Forest, home of the Dark

Rider, and the southern mosaic as a depiction
of Xavorax, City of Silence, a mythical city of vampires
and eyeless scholars as old as lost Thassilon. A successful
DC 25 Knowledge (arcana) check recognizes the eyeless
figures as caulborn.

Creature: The final member of the previous adventuring
party is a naga (often derisively called “wormfolk” in Kaer
Maga) named Silasni. Unlike her comrades, Silasni was
unaffected by the insanity trap in area B3, and is still
intent on finishing the mission (having managed to get
past the water trap in area Bi2 by reading the grodair’s
thoughts and using silent image to show herself being
escorted by Karzoug). The naga has spent the past few days
carefully musing on how best to open the door without
triggering the trap. When the PCs arrive, she greets them
courteously as “reinforcements,” explains what happened
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to his party, and asks for their assistance in solving the
door’s puzzle, using her detect thoughts spells to help her
assuage any concerns they might have. In reality, however,
Silasni has no intention of letting the PCs usurp her glory,
and as soon as they manage to open the door for her, she
thanks them for their aid and invites them to leave the
dungeon so that she may complete her mission. She has no
interest in allying with the PCs, and if they persist in such
talk or even try to move ahead into are B14, the naga rolls
her eyes and attacks. The naga tries to escape back to the
Therassic Spire, retracing her way through the dungeon, if
reduced to fewer than 15 hit points.
SILASNI CR8
XP 4,800
LE female dark naga (Pathfinder RPG Bestiary 211)
hp 85
Gear ring of mind shielding (worn on the tail tip)

Trap: The door leading to area B14 is secured with an
elaborate magical lock. The Sihedron carved on the door
has at its center a polished disc of onyx. If the onyx disc
is touched with a fingertip, the point of contact glows a
bright blue before fading after 1 round. Experimentation
reveals that simple shapes may be drawn on the disc
with a fingertip, including any of the runes on the door
itself. Drawing the rune of greed (the topmost rune on
the carving) causes the door to open silently—it closes
automatically after 1 minute. Drawing anything else
causes the other six runes on the door to flash with blue
light before the central onyx disc fires a blast of chain
lightning into the room.

The door (hardness 8, hp 60, Break DC 28, Disable Device
DC 30) can be forced open as well if the PCs are too impatient
to figure out the lock, but any attempt to force the door
open triggers the trap as well. The opposite side of the
door is featureless, but opens safely at a simple touch.

SHOCKING DOOR TRAP CR8
XP 4,800
Type magic; Perception DC 31; Disable Device DC 31
EFFECTS
Trigger touch; Reset automatic

Effect spell effect (chain lightning, 12d6 electricity damage,
DC 19 Reflex save for half damage, CL 12th)

Treasure: The onyx disc can be pried from the middle
of the door (this automatically triggers the trap ifit hasn’t
been disabled), and is worth 9oo gp, but once it’s removed
from the door, the portal no longer functions. Placing the
onyx back into the center of the carving restores the door’s
functionality, but without the onyx disc, the door must be
forced open in order to pass through it.

Bi4. River OF MEMORY (CR 8)

Unlike the chambers around it, this cavern appears to be natural,
with a rushing ribbon of dark water running through its bottom
half. A stone bridge arches across the torrent to a wide ledge
on the other side that leads into another cavern. The bridge is
sculpted rather than natural, with low railings on either side
that show distorted faces, their expressions utterly blank.

The river is 15 feet wide and 15 feet deep and considered
rough water for purposes of swimming—yet it is no
ordinary subterranean stream. While the water has
always been here, briefly touching air as it runs between
subterranean aquifers, Karzoug carefully split off a tiny
portion of the mythical River Styx and mingled the waters
for this particular stretch. Many additional branches of
this river manifest elsewhere in the Undercity, but using
the river to navigate the dungeons is dangerous and, in
many places (because of the narrow confines) all but
impossible for Small or larger creatures.

Anyone touching this water must make a successful
DC 15 Will save or become sickened and confused for 1
round—a character who rolls a natural 1 on this saving
throw is exposed to a particularly potent eddy in the water
and gains 1 negative level (DC 15 Fortitude save in 24 hours
to remove).

Creatures: In keeping with the room’s theme, Karzoug
bound a pair of hydrodaemons into the room (using the
hedged prison binding to keep the daemons locked in this
room). In the Great Beyond, these froglike monsters lurk
in the waters of the Styx and prey upon those who come
too close to the banks. Their hunting patterns are the
same here—the creatures lurk in the water, splashing up
and out of it to attack anyone who comes within 5 feet of
either bank. In addition to the fiends’ normal attacks,
the waters dripping from these hydrodaemons can affect
anyone struck by their bite or claws—as with the waters of
the River Styx itself, the two hydrodaemons are immune
to its effects. The daemons do not pursue foes around the
corner into area Bis unless provoked into doing so by PCs
who torment and vex them at range.

HYDRODAEMONS (2 CR8
XP 4,800 each
hp 95 each (Pathfinder RPG Bestiary 2 67)

Big. THE Btack MENHIR

This small natural cavern has a wide opening on the side leading
to the bridge, and a much smaller passage opposite it. The only
feature of note is an eight-foot-high square pillar of black stone,
each of its clearly ancient sides etched with thin lines depicting
a dense forest beneath an eclipsed sun.
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This pillar is one of the few entrances to the
extradimensional realm known as the Dark Forest, and
was once used by Karzoug to access the pocket dimension.
The tunnel on the far side leads down through several
levels of Kaer Maga’s Undercity before eventually reaching
Xavorax, City of Silence—GMs who wish to take parties
deeper should see City of Strangers, as such exploration is
beyond the scope of this adventure.

Creatures: Three creatures wait patiently next to the
pillar and make no move to approach. Two are emaciated
humanoids wrapped in flowing robes, with flat patches of
skin where their eyes should be, large crests of bone sweeping
back from their skulls, grotesquely overlong fingers, and
two mouths each. The third floats in the air between these
two—a bloated sack of what appear to be numerous brains,
its flesh curded and whorled like brain matter.

These are the emissaries from Xavorax—two caulborn and
one of their living libraries: a chrestomath. As soon as the
PCs enter, one of the two caulborn uses telepathy to whisper
directly into the adventurers’ minds, its voice like the drone
of a million insects.

“We sense that you fear us. Do not. We know you are not the
original agents from the City Above, yet your politics do not
concern the Quivering Palace. Our offer still stands. If you
would recover the Sihedron fragment from the Black Keep in
the heart of the Dark Forest, we will send you to it, for this goal
aligns with our needs as well.”

The caulborn have no wish to fight (at least not yet),
and only defend themselves if they’re attacked. If the PCs
attempt to push past them and enter the tunnel in the
opposite wall that leads deeper into the Undercity, they
warn the PCs, “What lies below is none of your concern.” If
the PCs persist, the emissaries attack.

The caulborn are patient—they are eager to explore the
Dark Forest, but know that the PCs may have questions or
may wish to rest and recuperate before continuing their
quest. You can use this opportunity to give hints to the
PCs as to what they can expect in the Black Keep and the
Dark Forest (both in a sense of what combats they're likely
to have—lots of undead—and what the nature of the realm
is like). The caulborn are evasive when asked questions
about their home, but can certainly tell the PCs about the
legend of the Dark Rider. The caulborn wish to investigate
the Dark Forest themselves, but an ancient warding effect
placed by Karzoug prevents them from even entering the
demiplane as long as the Shard of Gluttony remains within.
The caulborn see no issue with revealing this, their reason
for wanting to help the PCs, to them if they ask.

The black menhirs normally send travelers to the fringe
of the Dark Forest and create one-way portals, but the
caulborn know how to refocus the menhirs so that they

don’t send the PCs practically to the front porch of the
Black Keep. As long as they remain in this room, focused
on the black menhir found here, the PCs will be able to
return to this point simply by touching the stone in front
of the Black Keep. The caulborn are comfortable holding
the portal open for the PCs for many such back-and-forth
journeys if they need to retreat and regroup, but warn
them that returning through the portal will be painful
and debilitating—the black menhirs were never meant to
allow return travel, after all, and so the PCs should do their
best to minimize return trips. Worse, travel through the
menhirs by those composed of living flesh has a strange
side effect—masses of ravenous worms hungry to feed
on the living often wriggle out of the menhir in the Dark
Forest in the wake of such travel, so the PCs should be
ready for a fight as soon as they use the stone.

When the PCs are ready, the two caulborn place their
hands on the pillar and begin to make a disconcerting,
telepathic crooning (being caulborn, contact with the
black menhir can’t transport them). The pillar begins to
glow blue, and they instruct the PCs to touch the stone—
recommending all PCs touch at once so they all arrive at
the same time. Any PC who touches the glowing stone is
immediately transported to area Cu.

CAULBORN (2 CR7
XP 3,200 each
hp 76 each (Pathfinder RPG Bestiary 3 48)

CHRESTOMATH CR 6
XP 2,400
hp 105 (see page 84)

Development: If the PCs slay the caulborn, the menhir
in this room remains charged with magical energy for 48
hours. During this time, anyone who touches the menhir
is teleported to area C1 before the Black Keep—after this
time, touching the menhir leads the PCs to a point along
the edge of the Dark Forest, and they’ll need to make their
way through the realm to reach the Black Keep. If the
caulborn are slain, the PCs will not be able to return to
this room via one of the black menhirs in the Dark Forest,
and instead must find their own way back to Varisia once
they have secured the Shard of Gluttony. Plane shift is one
option, as is defeating the treacherous caulborn at the end
of the adventure.

If the caulborn remain alive, they can hold open the
portal between the menhirs as long as needed. Traveling
to the Black Keep is a painless affair, but returning to area
Bi1s is a grueling experience. PCs who make the journey
must succeed at a DC 15 Fortitude save to resist taking 1d4
points of Constitution drain and 1d4 points of Charisma
drain from the agonizing, mind-shattering trip.
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Story Award: If the PCs achieve a peaceful interaction
with the caulborn, award them experience points as if they
had defeated the creatures in combat. If the PCs manage
to learn a fair amount of additional information about
the Black Keep by asking the right questions (and learn at
least half of the information listed above), award them an
additional 4,800 XP.

PART rOQUR: THE BLACK KEEP
As soon as the PCs touch the black menhir in area Buis, they
suddenly find themselves on a sharply sloping hillside
covered with grass so dark it’s almost black, standing near
a menhir almost identical to the one they touched, but far
more weathered and leaning precariously to one side. All
around them, a black forest of strange trees looms, save
for in one direction, in which rises an eerie structure that
climbs at an angle into the air.

When the PCs appear, they must appear in one of the
eight adjacent squares surrounding the menhir itself at
area C1.

Ci. WriGGLING HOrrOR (CR 9D

The world has changed. While the nearby presence of a black
stone menhir similar in shape (although more weathered and
leaning to one side) to the one touched in the previous room
provides a sense of familiarity, everything else about this place
is different from the dungeon rooms. This world appears
like nothing so much as a roughly spherical bubble of stone
measuring miles across. Above, the vault of the ceiling glows
softly, casting the whole realm into an eerie kind of twilight. The
lower hemisphere is an enormous bowl-shaped basin, its sides
wooded with green fir trees and gnarled, naked snags. Thick
fog blankets the realm, and the entire place seems leeched of
color, tending toward grays and blacks. Closer at hand looms
a strange structure. This towering black keep rises up into the
air, each new wing resting upon nothingness and creating a
strange, stepped structure of towers and domed roofs that
carries within its facade an almost palpable sense of menace.

Creatures: The caulborn’s warning to the PCs to be
prepared once they travel to the Dark Forest is good advice,
for only 1 round after the PCs arrive, the menhir begins to
glow with a nauseating yellow shimmer. A heartbeat later,
a hideous outpouring of ravenous rot grubs writhes and
wriggles out of the sides of the stone, spilling out onto the
ground to the north and south of the stone itself. Each PC
should roll initiative—roll for the two rot grub swarms as
well. The swarms pour out on their initiative ranks into the
eight squares surrounding the menhir. Once the swarms
appear, they slither out to attack the closest foes.

These wriggling horrors can only manifest from a
menhir once every 24 hours.

RoT GRUB SWARMS (2 CR7

XP 3,200 each
hp 85 each (Pathfinder RPG Bestiary 3 215)

C2. MaIN DOORS

These ten-foot-tall, arched double doors are made of thick slabs
of black iron.

Development: If the PCs have been particularly noisy
in their approach to the Black Keep, or if they attempt
to walk around the structure’s perimeter, there’s a 50%
chance that one of the wyverns from area C6 notices them
as they approach. In this case, the wyverns swoop down to
attack the PCs, retreating to area C6 as soon as one of their
number is slain.

Cz. Grear Hau (CR 10)

This enormous, rectangular hall has a thirty-foot-high ceiling.
Taking up the entirety of the long northern and southern walls
are identical bas-relief sculptures of a headless knight riding a
horse whose eyes and nostrils trail gouts of flame. In alcoves
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THE DARK FOREST
The basics of reality function identically to the Material
Plane in the Dark Forest. Air is constantly refreshed, and
water constantly flows into the realm via many streams,
only to be recycled back to its source. If the PCs wish to
explore the Dark Forest, feel free to have them meet other
creatures similar to those that dwell in the Black Keep. The
primary denizens of the woods surrounding the Black Keep
are the strange creatures known as the khaei—these folk
do not approach the Black Keep, but if the PCs delve for
long into the surrounding forest, it won’t be long before
they find a small khaei settlement. Statistics for khaei
appear in Pathfinder Campaign Setting: Inner Sea Bestiary.
The Dark Forest itself is 3 miles in diameter, with the Black
Keep itself sitting at the lowest point in this sphere, so that
directly above, the ceiling arches to a height of just over

15,000 feet.

at each of the room’s four corners stand imposing suits of
black armor. Both the northern and southern walls hold doors,
and the room’s eastern end is taken up by a sweeping marble
staircase leading up to an open landing a story above.

One of Maligast’s spy eyes (see area C11) is positioned on
the center of the northern wall, allowing the bone sage to
observe comings and goings into this room.

Creatures: A few moments after the PCs enter the hall, the
doors slam shut behind them and a thick green mist begins
pouring out of the two easternmost suits of armor to spill
into the room, each cloud filling a 15-foot space blocking the
eastern stairs. At the same time, a hideous bat-winged head
atop the torso of a middle-aged woman flops out from her
hiding place in the northwestern alcove to move to the center
ofthe hall below the landing. Her long, black tube of a tongue
writhes as she addresses the PCs in accented Common.

“Did you really think the master wouldn’t notice your arrival?
This is his realm, children—nothing passes here without his
notice. We know why you’re here, too—obh, yes. But fear not—
all will be forgiven in time. Now come give mother a kiss.”

The speaker is a manananggal, one of the Dark Rider’s
many exotic undead servants, and the soupy, pulsing
mist seeping into the room is actually a pair of strange
vaporous oozes known as hungry fogs that have been
conjured into the chamber by the Black Keep itself. As
soon as the manananggal’s announcement is complete,
all three creatures swoop in to attack. The manananggal
is particularly cognizant of the fog’s healing abilities on
undead, and often swoops by one of the fogs to provoke an

attack of opportunity from the opportunistic but mindless
oozes in hopes that it hits and heals her of damage.

If the PCs manage to enter the room stealthily, the
hungry fogs do not manifest and the manananggal can be
encountered lurking patiently in area Cy.

MANANANGGAL CR7
XP 3,200

hp 85 (Pathfinder RPG Bestiary 3 190)

ADVANCED HUNGRY FOGs (2 CR7

XP 3,200 each
hp 73 each (Pathfinder RPG Bestiary 3 152)

Treasure: The four suits of black armor are all +1 full plate.

C4. S1aBLes (CR 10D

This stable could accommodate several horses, though none
appear to be in residence at the moment. The room smells
dusty and unused, and the straw strewn about is old and brittle.
Beneath the sprinkling of straw, the paved floor is charred with
what appear to be hoofprints burned into the stone.

The hoof marks in the floor were burned there by
the Dark Rider’s mount, a fiendish horse, as well as the
nightmares he uses to pull his carriage. The smaller
door to the north leads out into the Dark Forest—it’s kept
locked, but a PC who succeeds at a DC 35 Disable Device
check picks the lock and provides an alternative entrance
into the keep other than via the main doors at area Ca.

Creature: A tall, thin, and obviously deceased woman
stands in the center of the stable, looking confused. She
wears a wide-brimmed hat, boots, and has two pistols
slung low on her hips. When the PCs enter, she’s staring
at the ground, muttering to herself about a missing
horse. When the PCs arrive, she looks up, and an eerie
blue light comes into her eyes as she yells, “Rustlers!”
and draws her pistols.

The creature is a pale stranger—the shade of an expert
horseman from another world, which the Black Keep
has pulled in from beyond to replace the previous stable
master (an unfortunate who was eaten by the wyverns
in area C6). The pale stranger has dwelled in this stable
for many years, but in her undead state, those years have
passed in the blink of an eye—when she spots the PCs,
he assumes they’re here to rob her of her horse, Buckeye.
No such horse is in evidence, but if, while the fight is
continuing, a PC manages to convince the pale stranger
that Buckeye is not in the keep (and supports this by
succeeding at a DC 30 Diplomacy check made as a free
action), the pale stranger suddenly ceases attacking,
holsters her pistols, and tips her hat in apology before
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wandering out of the keep and into the Dark Forest to
search for her nonexistent steed. Any further attack
against the pale stranger results in her unwavering wrath.

PALE STRANGER CR 10

XP 9,600
hp 127 (Pathfinder RPG Bestiary 3 214)

Treasure: The pale stranger’s two masterwork pistols
function as +1 pistols (see Pathfinder RPG Ultimate Combat)
in her hands. She carries enough ammo for 20 shots with
each. The pistols are of a strange design that does not
match that of guns produced by distant Alkenstar—as
such, each masterwork pistol is worth 2,500 gp.

Cs. CARRIAGE HOUSE

This room is almost entirely filled by a jet-black carriage, its sides
embossed with eerie depictions of skeletal angels bearing scythes.

This carriage is used by the Dark Rider on those rare
occasions when he enlists the aid of nightmares in his
hunts. The nightmares themselves are not currently
present. As with the side door in area C4, the double doors

@

leading outside are locked, and can be picked from outside
with a successful DC 35 Disable Device check.

Cé6. BROREN Tower (CR 10)

This tower is a single enormous, hollow stone cylinder. A spiral
staircase winds up against the southern wall, but what lofty
vantage the stairs may have led to is no longer discernible, as
the tower’s top appears to have been broken off sixty feet up,
leaving the whole place open to the sky. The tower’s upper rim
is mostly jagged and broken stone, though a jumbled mess of
lumber spans and partially covers one side of the opening. The
paved stone floor is covered in several inches of stinking muck.

The staircase leading up the inside wall has no railing,
and though relatively safe to traverse, it makes for a
dangerous place to fight.

Creatures: A brood of three wyverns, all siblings, have
adopted this tower as their own, sustaining themselves on
game from the forest, the occasional khaei, and raw meat
that the tower spontaneously generates for them. They live
in the nest of broken crossbeams at the top of the stairway,
and immediately attack anyone who enters this area. Any
wyvern that’s reduced to fewer than 15 hit points attempts
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to flee the tower to hide out in the Dark Forest—it will not
return to this lair until it has healed its damage.

ADVANCED WYVERNS (3
XP 3,200 each
hp 96 each (Pathfinder RPG Bestiary 282)

Treasure: Though they know better than to attack the
Dark Rider or his more powerful guests, the wyverns have
managed to collect a small hoard by killing other creatures
conjured or generated by the Black Keep over the years.
Along with numerous bones and bits of shiny scrap metal
that might once have been a suit of plate mail before it was
ripped apart, the nest contains a suit of +1 shadow leather
armor, a wand of mount (37 charges), a leather bag containing
horseshoes of a zephyr, and a phylactery of positive channeling.

C7. LANDING

This wide marble landing leads from the western stairs to an
equally majestic ascending set to the east, at the top of which
is a wide set of bronze double doors. Three other smaller, more
normal-looking wooden doors stand at intervals around the walls.

Development: If the PCs manage a stealthy entrance
to the Black Keep, they can find the manananggal that
normally attacks in area C3 in this room. In addition, the
Black Keep’s current seneschal, a porcupine-like creature
known as a pukwudgie fears confronting the PCs directly,
and thus is hiding in area C8 and watching the landing
through the keyhole. If the PCs enter areas Cg or C11, he’s
happy to let the keep’s other residents take care of them.
If they move to open the doors to area Ci12, however, his
sense of duty overtakes him, and he rushes out to attack
with his pack, shouting about how the intruders “mustn’t
interrupt the feast!”

C8. Lisrary (CR 10)

This room is lined with bookshelves that stretch all the way to
the ceiling, broken only by several doors and tall glass windows
to the west. In the center of the room, leaned up against an
immaculate armchair, are a woman’s clothed legs, her body
apparently severed at the waist and its entrails scooped out.

The severed legs in this room belong to the manananggal
from area C3, left here when she changed forms.

Creatures: Abroget, the current self-declared seneschal
of the Black Keep, lurks in this room, intent on spending
some “quality time” with the manananggal’s lower
half. The stuffy, officious creature is a pukwudgie—a
malicious, porcupine-backed little humanoid whose
poisonous quills can cause those he slays to rise as

zombies. With his natural command over undead, he’s
proven surprisingly effective at marshaling and ruling
over the lesser undead that arise in the Black Keep, and
thus the Dark Rider has so far tolerated his presumption.
Abroget goes through his zombies with astonishing
frequency, and while he currently has no such minions,
he’s commanded the obedience of four deformed wraiths
who were once khaei. These wraiths look vaguely
humanoid, but have hunched backs and twisted visages
with misshapen eyes.

As soon as the PCs enter this room or try to open the
doors to area C12, Abroget attacks. He allows his wraiths
to engage in melee against the PCs while he hangs back,
turning invisible, shouting insults, and then making
a sneak attack with his quills at range. If all four of his
wraiths are slain, Abroget’s true colors shine through if
he’s below 35 hit points—he drops to his knees and begs for
his life. If mercy is granted, the sniveling pukwudgie can
easily offer information about the layout and inhabitants
of the Black Keep, though he knows little of their history
as he arrived relatively recently. He tries to flee from the
PCs as soon as possible, in any event, and does his best to
avoid talking about the Dark Rider at all.

ABROGET CR7
XP 3,200

NE pukwudgie (Pathfinder RPG Bestiary 3 223)

hp 85

WRAITHS (4 CRj5

XP 1,600 each
hp 47 each (Pathfinder RPG Bestiary 281)

Treasure: The books in this room are a completely
random assortment generated by the keep, and highly
disorganized, ranging from Varisian fairy tales to
cookbooks to ancient primers on field tactics and stories
of the Taldan Armies of Exploration. If anyone removes
a book from the keep, its covers begin to softly weep
blood. One item of actual worth can be found here with
a successful DC 30 Perception check—a manual of bodily
health +1, left undisturbed and forgotten on a bottom shelf.

Co. Harem (CR 10)

This opulent bedchamber is covered in pillows and hanging
silks, yet the whole place reeks of death and decay. A large
mound of cushions and comforters piled high into a bed
dominates one wall, while a shallow wallow of murky brown
water is inset into the floor opposite it.

One of Maligast’s spy eyes (see area Ci1) is positioned
on the northern wall, allowing the bone sage to observe
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Olanna’s activities. A secret door is hidden in the south
wall (Perception DC 20 to notice).

Creature: This room belongs to one of the more
powerful creatures pulled in from another reality by
the keep: Olanna the nuckelavee, currently the chief
consort of the Dark Rider. A manifestation of disease and
filth, the nuckelavee—whose body is that of a conjoined
and skinless horse and rider—was initially extremely
attracted to the Dark Rider. Though disappointed by the
discovery that, in the dullahan’s case, horse and rider were
two separate entities, that knowledge hasn't stopped her
occasionally successful attempts at seduction. These days,
the fey spends much of her time in this room, working on
her secret project in area Cro. If the PCs enter her room,
she leaps up from where she lounges in her bed of pillows
and attacks. If reduced to fewer than 20 hit points, she
attempts to flee to the Dark Rider’s side to beg him for
protection. The Dark Rider has little interest in cowards,
and if the PCs arent swift in following the fleeing
nuckelavee, they merely find her twice-beheaded carcass
at the Dark Rider’s side when they reach him.

XP 9,600

CE advanced nuckelavee (Pathfinder RPG Bestiary 3 203, 290)
hp 126

Ci10. SECRET CLOSET

This small stone closet is almost a shrine, its stone &
walls painted with dark, dried filth to form crude
pictographs of a headless horseman. A jet-black
longsword and a helm adorned with ram horns
stand displayed in a vertical wooden rack in the
chamber’s center. |' 2
b

Over the years she’s lived here, the capricious N/

nuckelavee has grown somewhat dissatisfied
with her lot and her limited influence over the
Dark Rider. In her boredom and madness, she’s come to
believe that she’s destined to take over the dullahan’s role
herself, so that she can leave through the portal stones
and spread corruption across the world. Strengthening
her belief is the fact that the Black Keep itself seems to
be encouraging her, having gradually gestated this secret
room for its own unknowable reasons.

Treasure: The sword is a +1 undead bane longsword and
the helmet acts as a hat of disguise. Olanna plans to use the
former to kill the Dark Rider, and the latter to disguise
herselfin his shape and take his place as one of Varisia’s
most sinister legends (although she can't actually change
her monster type with the hat, it does let her appear as if
she were the Dark Rider).
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Ci1. BoNE SAGE'S QuARTERS (CR 1)

This tidy chamber is a combination workshop and living space.
A workbench containing alembics, retorts, and other vessels
filled with a variety of unknown substances decorates the
room. Along the northeastern wall runs a triptych of paintings
showing an intimidating vessel that’s all flames and dark
barbed spines sailing through the star-studded void of space.

Creature: When the PCs enter, a skeletal, withered
corpse with an oversized, bulging forehead is seated in
the armchair reading a book. He wears a long blue
cape and flattering, tailored black clothes with
silver embellishments and a three-eyed bird
skull hanging from a chain around his :
neck. The corpse seems to have died "'
while reading the book, and
is covered in a thicklayer of
dust—yet as the “corpse”
notices the PCs, the
dust flakes away as
it looks up, smiles,
and gestures to the



(5/ ; cushions at his feet as it addresses the PCs in Thassilonian:
6 il “So you're the intruders. Well. Come, come—sit down. I
i suspect we have much to discuss. You may call me Maligast

. ot
Maligast is one of the legendary bone sages of the dead
planet Eox. With a successful DC 30 Knowledge (arcana
‘ : or history) check, a PC can recall the ancient stories of

i ! Eox’s doom. When Eox’s environment was destroyed
millennia ago in a great cataclysm, its few surviving

X% residents took to undeath as a way of saving their race.
1 ' \\* Today, the bone sages are ageless and peerless scholars—
bl e 3 and also dangerously paranoid.
! Unlike most of the residents of the Black Keep, Maligast
i was not spontaneously generated here or called in from
another reality, but rather brought here personally by
_ Karzoug. In return for the opportunity to study the Shard
S of Gluttony, Maligast agreed to send Karzoug a gift—a
simulacrum of himself that would serve Karzoug
as a guardian and ally in the Black Keep while
simultaneously being afforded the chance to study
the shard and other topics for many centuries, with

the understanding that the simulacrum would
eventually return to Eox to report to its creator.

Although Karzoug has been gone for
thousands of years, Maligast’s simulacrum
remains relatively content with his posting.
He still gets bored sometimes, and

thus happily welcomes a chance to
talk with the PCs, particularly

if any of them are also
arcane scholars. He
knows most of the
history given in the
Adventure Background, as well

as all about Golarion’s solar system (see
Pathfinder Campaign Setting: Distant
Worlds), and may be able to offer the
PCs interesting tidbits about
the Dark Forest, ancient
Thassilon, the Dark
Rider and his Naming
Pool, or anything else
they ask. He also
suspects  (mostly
correctly) that since
both Karzoug and his
creator are long dead,
he’s more or less stuck here with

no prospect for anything new to
do, and (as a simulacrum) no ability
to gain power. Despite this somewhat
depressing situation, the simulacrum
remains ambivalent toward its fate.

MALIGAST OF EOX

Maligast is an odd conversationalist—enthusiastic, but a
little insane, often stopping short in the middle of sentences
or shifting focus suddenly. If the PCs deliberately offend
him, he attacks. Otherwise, he’s content to talk as long as
they are. When the PCs express intent to leave, however,
he shakes his head apologetically and says, “I'm afraid that
won't be possible—I have no orders about conversation, but
rather specific ones regarding those who seek to explore this
place further. I apologize for your imminent deaths, but as
creatures of intellect yourselves, I'm sure you understand
the necessity.” Maligast then immediately attacks.

MALIGAST OF Eox CR11
XP 12,800

Male human necromancer 10
NE Medium undead (augmented humanoid)
Init +6; Senses darkvision 60 ft., life sight (10 feet, 10 rounds/
day); Perception +23
Aura fear (6o-ft. radius, DC 19)
DEFENSE

AC 27, touch 12, flat-footed 25 (+4 armor, +2 Dex, +7 natural,
+4 shield)
hp 120 (10d8+75)
Fort +7, Ref +7, Will +11
Defensive Abilities channel resistance +4; DR
15/bludgeoning and magic; Immune cold,
electricity, undead traits

Weaknesses simulacrum
OFFENSE

Speed 30 ft.
Melee touch +5 (1d8+5
plus paralyzing touch)
Special Attacks channel
negative energy (DC 19, 8/day),
paralyzing touch (DC 19)
Spell-Like Abilities (CL 10th;
concentration +15)
8/day—grave touch (5 rounds)
Spells Prepared (CL 10th;
concentration +15)
sth—dismissal (DC 20),
quickened magic
missile, summon
monster V, waves of
fatigue
4th—detect scrying,
dimension door, enervation
(DC 19, 2), scrying (DC 19)
3rd—dispel magic, extended false
life, fireball (DC 18), lightning bolt (DC 18),
vampiric touch (DC 18)
2nd—command undead (DC 17), extended
mage armor, scorching ray (3), see invisibility
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1st—identify, magic missile (3), ray of enfeeblement (DC 16,
2), shield
o (at will}—acid splash, arcane mark, detect magic, read

magic, prestidigitation
Opposition Schools enchantment, transmutation
TACTICS
Before Combat The bone sage casts extended mage armor

and extended false life every day. Upon noticing the PCs
approaching (either by hearing battle or seeing their
approach via a spy eye), he casts see invisibility and, as soon
as possible before confrontation, shield.

During Combat Maligast relies on his damage reduction to blunt
most physical attacks, and casts summon monster V on the first
round to conjure up 1d3 Medium air elementals. He follows
that up by trying to dismiss the most heavily armored PC
(remember, here in the Dark Forest, the PCs are extraplanar
creatures!), following that up with his combat spells.

Morale Maligast has little alternative but to fight until destroyed,
at which point his nature as a simulacrum becomes clear as he
melts into a shapeless heap of ice and snow.

STATISTICS

Str 10, Dex 14, Con —, Int 20, Wis 14, Cha 18

Base Atk +5; CMB +5; CMD 22

Feats Combat Casting, Command Undead, Defensive Combat

Training, Extend Spell, Improved Initiative, Iron Will,
Lightning Reflexes, Quicken Spell, Scribe Scroll, Toughness

Skills Craft (alchemy) +14, Diplomacy +8, Intimidate +11,
Knowledge (arcana, engineering, planes) +18, Perception +23,
Sense Motive +23, Spellcraft +18, Stealth +19

Languages Aklo, Draconic, Elven, Eoxian, Necril,
Thassilonian, Undercommon

SQ arcane bond (amulet)

Gear amulet of natural armor +2, spy eyes (page 59), spellbook
(contains only spells prepared, since as a simulacrum,
Maligast cannot learn more spells than that)

SPECIAL ABILITIES

Eoxian Although the race itself is effectively extinct (all the

remaining Eoxians are now undead), when they lived, the
Eoxians were essentially humans who had a +4 racial bonus
to Intelligence and a —4 penalty to Constitution—they
were incredibly intellectual but rather frail, a disadvantage
ultimately negated by their embrace of undeath.
Simulacrum As a simulacrum, Maligast can only repair damage
to himself using the alchemical reagents in this room, over the
course of 24 hours—negative energy does not heal him.

Treasure: Painted by Maligast himself; the triptych is of a
great Eoxian space vessel—the unique subject matter alone
makes the paintings worth 300 gp. The alchemical supplies
on the various workbenches and shelves are for the use of
repairing damage to simulacrums, and are worth 8,400 gp
in all. Finally, three forked metal rods worth 100 gp apiece
sit amid the supplies; a successful DC 20 Spellcraft check

identifiesthese asfocifor planeshiftspells: onerodisattuned to

the Material Plane, one to the Dark Forest, and one to another
extraplanar realm associated with ancient Thassilon—the
demiplane of Runeforge (see Pathfinder Adventure Path: Rise of
the Runelords Anniversary Edition). If you wish, you can change
the planes to which these rods are attuned, but you should
keep one associated with the Material Plane in case the PCs
need it to use plane shift to return home.

Ci2. Dining Haut (CR 10)

This grand dining hall is in complete disarray. Huge steaming
roasts vie with festering carrion on two long tables with elegant
cloth table-runners. Several chairs lie knocked over and chunks

of half-gnawed food are strewn all over the room.

The Dark Rider enjoys occasionally directing the keep
to provide lavish feasts for his pack, both as a reward and
to cruelly remind the hounds of the civilization they once
enjoyed before they were transformed into their current
state. The food on the table is a mixture of normal dishes
and horrific murder, the latter including a plucked and
broiled tengu trussed into the shape of a turkey; a ratfolk
with its chest cavity spread wide and its innards jellied; and
the centerpiece, a decaying centaur with a cherry in each
empty eye socket. The bronze double doors at the north
end of the room are locked (DC 30, Disable Device, Break
DC 28)—keys can be found hidden in area Ci3.

Creatures: The Dark Rider’s pack of shadow mastiffs is
here enjoying itself—some are sitting in chairs and eating
sedately, while others frolic and tear the place apart. As soon
as any of them spot the PCs, they bay and attack as a unit,
working together to flank and take down opponents.

SHADOW MASTIFFS (6

XP 1,600 each
hp 51 each (Pathfinder RPG Bestiary 3 241)

CRjs

Development: If this combat lasts longer than 1 round, the
Dark Rider (see area C16) comes to investigate.

Ciz. DuttaHAN's GLory (CR 10)

This stone room is almost completely bare of furnishings, the
walls and floor simply blank gray stone. In the center of the room
stands a statue of a headless armored man holding up a whip of
linked vertebrae and seated astride a rearing horse that bears an
expression of fiendish ferocity. On the western wall hangs the
only other decoration in this room: what appears to be a harp or
lyre made entirely from the corpse of a small humanoid.

The statue depicts the Dark Rider—a work carved by
talented artisans and given to him by Karzoug so long ago.
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Trap: The harp on the wall is a magical treasure (see
Treasure, below) protected by a battery of arrows hidden
in the walls to either side. Anyone touching the harp
causes a storm of arrows to fill that portion of the room.

HAIL oF ARROWS TRAP CR 10
XP 9,600

Type mechanical; Perception DC 25; Disable Device DC 28
EFFECTS
Trigger touching the harp (alarm); Reset repair; Bypass

twisting the end of the statue’s spine whip disarms the trap
for 10 minutes (Perception DC 30 to notice)

Effect Atk +20 ranged (9d6); multiple targets (all targets within
5 feet of the western wall)

Treasure: The instrument on the wall is a skin harp (see
page 58), sometimes used by the Dark Rider to help control
the keep’s spontaneous creations. In addition, a successful
DC 30 Perception check reveals a narrow niche on the
statue by the horse’s rear left foot in which is hidden a
platinum key worth goo gp—this key unlocks the doors to
area C16 from the dining hall (area C12).

Ci4. BatHing Poor (CR 1)

This curving room is almost completely taken up by a recessed
bath in the floor, the pool leaving only a narrow lip of stone
around the edges of the dark water. From the door, steps lead
down into the pool, and the whole chamber is only half-lit by
tiny, flickering flames near the ceiling.

Unlike many other rooms in the keep, this chamber
is dimly lit. The pool itself is warm and 4 feet deep, thus
making it difficult terrain for Medium creatures, and
forcing Small or smaller creatures to swim. In addition, the
water in the pool is infused with negative energy, dealing
1d6 points of damage each round to any living creature
standing or swimming it, while healing any undead in it
for an equal amount every round. Many of the castle’s other
undead servants often come here to relax and soak away
their troubles, including the room’s current occupants.

Creatures: A trio of mohrgs spontaneously generated by
the Black Keep dwell here, lying on the pool’s bottom such
that they are somewhat difficult to spot beneath the water’s
dark surface (this grants both mohrgs a +8 bonus on their
Stealth checks). When the PCs enter the room, the three
creatures rise silently from the pool and attack, attempting
to drag living characters into the pool and using the unholy
water to damage their foes while healing themselves.

MOHRGS (3 CR 8
XP 4,800 each
hp o1 each (Pathfinder RPG Bestiary 208)

Treasure: Hidden behind a loose stone just below the

waterline on the western lip of the pool (Perception DC 25 to
notice) is a +1 undead bane disruption club bearing a permanent
magic aura that masks its actual magic aura. It was hidden
here long ago by Karzoug’s servants as a sort of insurance
policy, kept close at hand should their master ever need
to punish the Dark Rider with something that would be
particularly painful and effective against the undead being.

Ci5. OVERLOOK

This curved sitting area is adorned with huge solarium-style
windows. Yet rather than overlooking the rest of the Dark
Forest, it stares out on a harsh moonscape—a blasted world of
rocks and dust burned black, where twisted spires of bone and
metal rise into a sky filled with stars.

Karzoug spent many years crafting this powerful magic
window in order to keep an eye on events elsewhere in the
solar system and to communicate with several allies on
the distant planet of Eox. The current view is of this dead
planet Eox, as seen from the original Maligast’s home in
the necropolis city of Orphys. Touching the centermost
window causes the scene to shift between worlds, showing
points on all the planets of the solar system save for Aucturn
and Apostae, eventually showing the unobstructed natural
view of the Dark Forest outside before starting the cycle
again. For information on these worlds, see Distant Worlds or
page 209 of Pathfinder Campaign Setting: The Inner Sea World
Guide—these views are merely depictions of regions in
those worlds in the nature of a magical, animated painting.

Ci16. NaminG Poor (CR 12)

A raised, circular pool like a well ready to overflow stands in the
center of this room, the blue liquid inside too vibrantly colored
to be water. The rest of the room is blank and empty, and the
whole place hums with a barely heard vibration.

Before the coming of the Shard of Gluttony, this chamber
was the heart and focus of the Black Keep, as old and
unknowable as the Dark Rider himself. The standing font
in the room’s center is the Naming Pool, the mysterious
mechanism by which the Dark Rider gets the names
of those he specifically searches out on his hunts each
year, for reasons known only to the long-gone original
architects of the Dark Forest.

The secret doors to the north and south can be located
with a successful DC 25 Perception check.

Creature: The Dark Rider spends much of his time in this
room, guarding the approach to the Shard Chamber (area
C18) and waiting patiently for the next time the Naming Pool
sends him into Varisia on a mission of murder and horror.
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He appears to be a tall man dressed in night-black plate
mail and holding both an ice-dripping longsword and what
appears to be the barbed spine of a humanoid. All that’s
missing is any sign of his head, as the neck of his armor
ends in inky blackness. The Dark Rider sits astride his
mount, a fiendish warhorse.

The dullahan is the master of his realm, and has been
expecting the PCs. As soon as they enter, he charges
them. During the ensuing battle, in which he thunders
through the room as if it were an open field, the Dark
Rider does not speak, save to name those he’s about to
kill or use his death’s calling ability. Note that chances
are good that the PCs are confronted by the Dark Rider
before they enter this room, for if the PCs defeat his
mastiffs in area Ci2, he immediately moves into that
room to seek revenge.

THE DARK RIDER CR11

XP 19,200 9
hp 142 (see page 57)

THE DARK RIDER’Ss MOUNT
hp 85 (see page 57)

Cr7. ENGINES

The rooms hidden behind the concealed doors
are cramped, claustrophobic affairs. An obvious
humming emanates from inside these narrow
stone closets: enormous machines formed from
mazes of curving pipes and sealed orbs and
cylinders, their metal disappearing seamlessly
into the stone floor.

These mysterious, arcane engines are of
a type totally unfamiliar to even Maligast,
and are part of whatever mechanism gives
the Black Keep its strange malleability and
ability to create and conjure creatures into
its halls—perhaps even maintaining the
Dark Forest itself. Though whirrings and
tickings can be heard from inside the
vessels, the machine is sealed, and any
damage to the mechanisms causes them
to weep black ichor before regenerating
almost instantly.

A successful DC 25 Perception check
in area C17b reveals a smallloose stone in
the wall behind one of the pipes. Hidden
in the hollow behind it is Maligast’s
emergency kit: a box of blackened,
rune-carved stone from Eox
containing two scrolls of plane

shift—one divine and one arcane. Maligast secured them
here in case he or a messenger ever need to flee or report
to Karzoug.

Ci18. SHARD CHAMBER

This long chamber is completely sealed, its walls of bare
stone. At the far end, the domed ceiling rises above a twenty-
foot-tall pillar that is part organic, part horribly mechanical.
Half-emerging from the marble of the pillar, set back to back
with each other, are the kneeling, desiccated corpses of three
angelic beings, their wings spread and mouths open in silent
screams. From their eye sockets run articulated metal shafts
that curve up to the top of the pillar, where their pointed ends
emit a soft glow. Floating in the air above the pillar, seemingly
suspended in the radiance, is a triangular shard of metal.

A DC 24 Knowledge (planes) check identifies the
E. corpses as astral devas. When he first struck
Ve his bargain with the Dark Rider, Karzoug
killed these three powerful celestial beings and
used their harnessed energy to join the Shard
of Gluttony to the ancient magic that powers
the Dark Forest as a whole. It is through the
bodies of the three angels that a tiny portion
of the Shard’s power infuses all of the Dark
Forest—an infusion that continues to
power the ancient interdiction against the
caulborn’s entrance into the demiplane.

The Shard of Gluttony simply floats in
the air, and can be removed easily by
anyone who can reach it—a successful DC
12 Climb check is required to scale the
unpleasantly warm and wet sides of the
pillar. Telekinesis can certainly retrieve
the shard, as can conjured creatures.
Regardless of how the shard is removed,

once it’s removed from its position atop
the pillar, three things occur.

First, the three angels at the pillar’s
base suddenly shriek in mortal pain.
Their bodies convulse and thrash, their

faces rip from the metal fixtures in
their eyes, and then they slump to the
ground and swiftly decay away into
mounds of foul-smelling corruption.
Second, the entire Dark Forest shakes
and thunders, as if struck by a minor
earthquake. The air quality grows
strangely stale, and the glowing
twilight outside dims as the
demiplane’s wards against
the caulborn fail.

paizo.com #2242551, Kevin Athey <drizzz@acm.org>, Nov 5, 2012

y 5
*
[¥, e
=]
L ; "
- ks
vl |
‘-;
T
)
(3
£
bt i-ﬂl
i,
b
%
|
AT
g
"v it
- »
W
£
% A 'v'-r
N 5
d =
sl 9t



w

Finally, all living things in area Ci18 suddenly feel a
wave of coldness pass through them as a pulse of potent
necromantic energies momentarily wash out through the
room. Each living creature in the chamber must succeed at
a DC 20 Fortitude save or gain the curse of living death.

CuRSE OF LIVING DEATH

Type curse; Save Fort DC 20

Effect creature’s flesh grows pale and gangrenous in
appearance and exudes a foul-smelling stench of decay
(=6 penalty on all Charisma-based skill checks opposed by
or made against living creatures); the creature reacts to
positive and negative energy as if it were undead—positive
energy harms it, and negative energy heals it; against spell
effects and magic item effects that have different specific
effects on undead (such as an undead bane weapon or a
searing light spell), the creature is treated as both undead
and its original creature type (taking the least advantageous
choice in resolving effects)

Story Award: Award the PCs 19,200 XP for securing the
Shard of Gluttony.

CausorN Repux (CR 10)

Once the PCs have the Shard of Gluttony, they've
accomplished their primary objective. They can certainly
continue to explore the Black Keep—its residents still
defend themselves, but most can tell that something
has changed and are more fearful and eager to retreat.
Unfortunately for the PCs, their onetime caulborn allies
have their own plans for the Shard of Gluttony.

Creatures: As soon as the PCs claim the Shard of
Gluttony, the caulborn in area B1s sense the change. They
immediately use the black menhir to travel to the Black
Keep—the rot grub swarms do not manifest, as they were
linked to the powers of the shard itself. The caulborn
at once move toward the Black Keep and immediately
begin seeking the PCs out. If the PCs immediately leave
the Dark Forest via their own means (such as by plane
shift), they can avoid a final confrontation with the two
caulborn and their chrestomath companion—otherwise,
they’re likely to encounter the group as they’re leaving
the Black Keep to return to activate the portal in area Ci.
When the PCs encounter the group, one of the caulborn
greets them telepathically.

“Greetings again, humanoids. You've accomplished great
deeds in opening the Dark Forest to our explorations, and
should be very proud. Unfortunately, we cannot allow such
a powerful artifact as the Runelord’s shard to remain in the
hands of younger races—it must be studied by those best
suited to the task. We regret the fact that you cannot be allowed
to remember your triumph, but rest assured that we will

remember it for you. Your praises will be sung in the Quivering
Palace until the end of days.”

The caulborn then attack the PCs, attempting to render
their prey helpless or fascinated so that they can use their
consume thoughts ability to excise the PCs’ memory of
their triumph, in its place instating false memories of
how there was never a shard in the Dark Forest at all, and
the whole excursion was a mistake. If the memories are
successfully altered, the caulborn retreat to their hidden
city and leave the PCs to return to the world above. If
forced to do so, they do not hesitate to merely slay the
PCs. The caulborn fight to the death in pursuit of their
mission, knowing that their own memories have already
been backed up in the living libraries of Xavorax.

CAULBORN (2 CR7
XP 3,200 each
hp 76 (Pathfinder RPG Bestiary 3 48)

CHRESTOMATH CR6

XP 2,400
hp 105 (page 84)

Development: If the PCs lose this encounter but survive
with missing memories, it’s not necessarily the end of
the campaign. Instead, once they return to the surface,
someone—possibly Augustille, Vargun, or one of the
party’s Pathfinder superiors—notices inconsistencies
in their stories, or something strange about the way they
tell them, and pays to have the memory-modifying effect
magically reversed. In this case, the PCs will need to
retrieve the shard from Xavorax, the City Below, before
continuing on with the next adventure. The details of this
desperate mission to regain the stolen shards are beyond
the scope of this adventure—for more information on the
caulborn’s city, see City of Strangers.

In any event, the black menhir at area C1 remains linked
to area Bus for the foreseeable future—the PCs can return
to that area and thus to the Material Plane by merely
touching the menhir. With the Dark Forest’s wardings
released, they suffer no ill effects from this return trip.

CONCLUDING THE ADVENTURE

Once the PCs have resolved the encounter with the
caulborn and made their way back through the Therassic
Workshop, the adventure is effectively over. The librarians
of the Therassic Spire are thrilled at even a brief chance to
study the Shard of Gluttony, but they do not press the PCs
to grant them this luxury. They immediately set about
sealing the secret door, this time walling it up permanently
and setting magical wards over it—news of the caulborn
betrayal disturbs the librarians greatly as they realize they
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may need to take steps to protect themselves from possible
caulborn aggression in the future. While happy to fill in
the PCs on any points of ancient history they can, as well
as to purchase any rare texts the PCs may have found over
the course of the adventure, the reclusive scholars quickly
begin to revert to their normal reserved state, and once
their chance to study the shard ends, they politely but
firmly let the PCs know that it’s time to move along.

Any other allies or enemies the PCs may have made in
Kaer Maga are sad to see them go, but unlikely to pursue
or accompany them—to most folks living in the Asylum
Stone, the city is a world unto itself. Depending on the PCs’
interactions with Berkanin and the other Ardocs, the leaders
of Bis may be positively inclined toward them or after their
blood. Both the Augurs and the Duskwardens let the PCs
know that their contributions have been appreciated, and
Abra may make one last attempt to secure a promise that
some of the PCs will return and join the guild. With the
“Council of Truth” revealed as a sham, interested parties
may try to get the PCs to take up the mantle for real.

Yet all of these local ties are ultimately irrelevant, for
when the PCs place a pink rhomboid ioun stone into the
corresponding cavity on the Shard of Gluttony and then use

the shard to seek the next shard, they are granted a vision of

a seaside abbey notable for its tall lighthouse. A successful
DC 20 Knowledge (geography) check identifies the sight
as Windsong Abbey—jyet the vision seems strange, for the
abbey, normally a small but thriving community, seems to
be in ruins!

Whether the PCs decide to head directly to Windsong
Abbey and thus begin the next adventure in the Shattered
Star Adventure Path, “Beyond the Doomsday Door,” or
whether they choose to first return to Magnimar to report
their success to Heidmarch Manor and the Pathfinders is
up to them. Once the PCs provide a detailed report and
maps of their adventure to the Pathfinders (a process that
should take no more than a day’s work writing), the Fame
scores of PCs who are members of the Pathfinder Society
faction increase by 12 and the PCs earn 12 Prestige Points
for their accomplishments.
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